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The choice is simple. The choice is Sega. Genesis gives you more than 150 hit games, hot titles like Sonic The Hedgehog." Kid Chameleon" David Robinson Basketball" Sports Talk Baseball" Joe Montana Il Sports Talk Footbal 
and the lowest price in 16-bit systems. Sega and Genesis are trademarks of Sega. Game titles are trademarks of Sega or its licensees. Taz-Mania, characters, names and all related indicia are trademarks of Warner Bros. Inc. € i 


UY HAVE TO DO 
EAL AROUND HERE? 





Welcome to Taz-Mania, home of 
the hit cartoon series. Now, it's the 


hottest new game on Sega Genesis. Munch a hot pepper and Taz can 


really burn up his enemies. 





And lots of your favorite characters 
are there. Like Taz. Bull Gator. The Bush Rats. 
Francis X. Bushlad. And Axl. 

Our hero, Taz, is always hungry. 

But in this game, his dinners been hidden way 





across the island. And you have to take him for a — — ™ explodes through 17 levels 


of high-energy adventure. 


spin to find it. 
Just be warned. Play Taz-Mania once, and 
youll always be hungry for more. . 








Taz growls and fusses— and 
whirls into a Taz tornado. 
— MUT AIRE ee 









Signs like this mean Taz is 
in big trouble. 





Leading the 16-bit revolution? 
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Cover: Once the best-selling game 
for the Atari ST computer, Dungeon 
Master has inspired several clone 


games. Turn to page 38 for a full 
review of the new Super NES version 
by JVC. 


Cover Art: Mike Wepplo 
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34 
TOKYO TOY SHOW REPORT 
by Mike Davila 

Japan is usually the proving grounds 
for hardware and software that 
could eventually make its way to 
the U.S. Preview all of the latest 

video-game innovations that we might 

or might not see here. 


68 


SEARCHING FOR THE 
DARK WORLD: 
A PLAYER'S GUIDE TO 
ZELDA iii, PART I 
by Clayton Walnum 
Dozens of hours of new adventuring 
await us in this extraordinary 
quest. Venture this month with us 
as we explore Hyrule and the 
first three palaces. 
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THE 1992 SUMMER 
CONSUMER ELECTRONICS 
SHOW RECAP 
by David S. Moskowitz 
with John Schnyder 
This summer's CES was the first show 
ever open to the general public. Join the 
VG&CE staff in surveying all the exciting 
new software that was on display. 


88 


GETTING INTO THE GAME: 
AN EXCLUSIVE LOOK AT 
NICK ARCADE 
by Andy Eddy 
VG&CE Executive Editor Andy Eddy 
travels to Florida to check out 
Nickelodeon Studios’ interactive 
video-game show. 
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38 
VIDEO-GAME REVIEWS 
Dungeon Master, Taz-Mania, Danny 
Sullivan’s Indy Heat, Jackie Chan’s Action 
Kung Fu, King Salmon, DinoCity, Andro 
Dunos, Side Pocket, WWF Wrestlemania 
Steel Cage Challenge, Ka-Blooey, The 

Terminator, Adventure Island III, Splash 

Lake and King of the Monsters 2: 

The Next Thing. 


HIGH SPEED GEARS 





GAMING ON THE GO 
by Chris Bieniek 
Roger Clemens MVP Baseball, R.C. Grand 
Prix, Kung Food, Tom & Jerry, Marble 
Madness and Steel Talons. 
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SEVEN’S THE CHARM: 


A VG&CE EXCLUSIVE 
PREVIEW OF WIZARDRY Vil 


by David S. Moskowitz 
It has been 11 years since the original 
Wizardry was published. Join David as 
he takes an exclusive look at the latest 
epic in RPG gaming. 





COMPUTER-GAME REVIEWS 
Darkseed, Mutant Beach, Pinball Dreams, 
Global Effect, Aquaventura, Crisis in the 
Kremlin, Road & Track Presents Grand 
Prix Unlimited, Gateway, Gods, Hong Kong 
Mahjong Pro and Wolfenstein 3-D. 





— 
DEPARTMENTS 


EDITOR'S LETTER 6 
READER MAIL 10 
TIP SHEET 16 
NEWS BITS 20 
EASTER EGG HUNT 26 
ADVERTISER INDEX 96 
INSIDE GAMING 98 


Q&A114 


VIDEOGAMES & COMPUTER ENTERTAINMENT (ISSN #1059-2938) is published monthly by L.F.P. Inc., 9171 Wilshire Blvd., Suite 300, Beverly Hills, CA 90210. Volume IV, Issue 9. 
Copyright © 1992. All rights reserved. Nothing may be reproduced in whole or in part without written permission from the publisher. Return postage must accompany all 
manuscripts, drawings, disks, etc., if they are to be returned, and no responsibility can be assumed for unsolicited materials. All rights reserved on entire contents. U.S. 
subscription: $19.95 for 12 issues. Foreign subscription: Add $10 per year. Single copy: $3.95. Change of address: Six weeks advance notice and both old and new addresses 
are needed. POSTMASTER: Send change of address to VIDEOGAMES & COMPUTER ENTERTAINMENT Magazine, P.O. Box 16927, North Hollywood, CA 91615. Second-class 
postage paid at Beverly Hills, California, and additional mailing offices. Address all advertising materials to Debby Eden—VipeoGames & COMPUTER ENTERTAINMENT Magazine, 
9171 Wilshire Blvd., Suite 300, Beverly Hills, CA 90210; (310) 858-7155. Nintendo is a Registered Trademark of Nintendo of America, Inc. Sega is a Registered Trademark of 
Sega of America, Inc. Atari is a Registered Trademark of Atari Corp. NEC is a Registered Trademark of NEC Technologies, Inc. 





Published by L.F.P. Inc. 


Executive Editor 
ANDY EDDY 
Art Director 
CATHERINE ANN RUNDELL 


Associate Editors 
MICHAEL DAVILA 
CHRIS BIENIEK 


Assistant Art Director 
DELORES ANDERSON 


Entertainment 
DAVID MOSKOWITZ 


Contributing Editors 
CLAYTON WALNUM 
JUNTA KASHIWABARA/SHOGAKUKAN (JAPAN) 
JULIAN RIGNALL/EMAP IMAGES (ENGLAND) 


Copy Chief 

KIM TURNER 

Copy Editor 
PHILIP SANGUINET 
Editorial Assistant 
STEPHANIE DeGHUEE 


Graphics 
QUITA SAXON 
LEITA WICHMAN 
BOBBIE KAMINSKI 


MIS Director 
KEVIN TATE 
Systems Administrator 
ANDREA LANDRUM 
Production 
DONNA HAHNER 
Production Coordinator 
GREGORY ROSATI 


Research 
MICHAEL AUGSDORFER 


National Advertising 
JAY EISENBERG 
JE PUBLISHERS’ REPRESENTATIVE 


Address all inquiries: 
3415 S. Sepulveda Sivd., Suite 520 
Los Angeles, CA 90034 
(310) 


572-7272 
Fax: (310) 572-7264 
Production 
MAGGIE CHUN 


Production C 
NICK FAIGIN 

Sales and 

JIM GUSTAFSON 


Corporate Director 
DEBBY EDEN 


Client 
VINCE DELMONTE 


wen roS 
IRENE GRADSTEIN 


For subscription information cal! 
(818) 760-8983. 


B= 


Editorial Offices 
9171 Wilshire Blyd., Suite 300 
Beverly Hills, CA 30210 
(310) 858-7155 
FAX: (310) 274-7985 


This magazine is biodegradable. 
Please recycle. 


6 * SEPTEMBER 1992 


s we find 
the weath- 
er outside gradually turning 
colder—summer is almost over, 
sorry to say—VG&CE has come up 
with some great reasons for you to 
stay inside where it's warmer. 
We've got some exciting features 
in the magazine this month, and in 
a second I'll tell you what is coming 
up for the October issue that you 
won't want to miss. 





We kick off with a special look at 


Mike Davila's recent trip 
to Japan for the Tokyo 
Toy Fair. It's a fact that 
much of the software that 
comes to America starts 
in Japan, so we'll be 
showing you some prod- 
ucts that may be in your hands 
soon. Of course, importers could 
get it to you sooner, if you don't 
mind working around the Japanese 
that fills most of these games" 
screens and documentation. 

In May, the staff of VG&CE 
attended the Consumer Electronics 
Show in Chicago. There was a lot 
of activity there, both on cartridge 
and disk, that pushes the envelope 
of what the hardware can do. Dave 
Moskowitz and John Schnyder 
have put their heads and word pro- 
cessors together to bring you the 
show's highlights. 

Dave will also give you an early 
look at Wizardry 7. It's a wonderful 
addition to the Wizardry series. 

Finally, | took a trip to Florida’s 
Nickelodeon Studios to visit the set 
of Nick Arcade, a TV game show 
with a wild twist. The producers are 








on the cutting edge 
of technology, and 
are taking the game show where 
it’s never gone before. 

Of course, you can't ignore our 
regular features; News Bits, Gam- 
ing on the Go and our comprehen- 
sive reviews and strategies are still 
in here. For example, Ze/da fanatics 
can benefit from Clayton Walnum's 
advice on Zelda lll, which starts in 
this issue. 

What you are seeing with this 
issue is the subtle change 
in the fabric of VIDEO- 
GAMES & COMPUTER ENTER- 
TAINMENT Magazine that | 
spoke about in this space 
last month. They are not 
what | would call major 
changes, but, rather, a constant 
striving to improve the maga- 
zine—to make it more what you 
want and rely on for game informa- 
tion. Send your comments to our 
offices at VG&CE, 9171 Wilshire 
Blvd., Suite 300, Beverly Hills, CA 
90210, and tell us if you think we're 
doing okay. 

Before | split for this month, I'd 
like to spill the beans on our next 
issue. Not only will we be giving 
you a detailed look at the new 
Sonic games that Sega will bring 
out soon, but we'll be featuring a 
special premium on our cover: a 
hologram of Sonic and his new pal, 
Tails. It'S bound to be a collector's 
item, and, to use a cliché, you'll 
want to be the first on your block to 
have one. Don't miss out. 


VIDEOGAMES & COMPUTER ENTERTAINMENT 


—Andy Eddy, Executive Editor 
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WWF WRESTLING ACTION 
SO INTENSE ONLY 15 FEET 
y STEEL CAN CONTAIN IT! 
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The WWF's newest tag team partners — 
SOFOR THE TAGTEAM  [ WWF* WrestleMania® Steel Cage Challenge" for 
SHREDDING ACTION. NES" and WWF* Superstars 2" for Game Boy” — 
take you from the opening bell to the closing pin 
with pulse-pounding action so wild, the steel cage 
is barely enough to contain it! 











YOUR FAVORITE WWF Wet and Word Wiesting Federation are regmstered trademarks of TitanSports, inc Huh Hogan, Mulcarratns "ET. "m : T 
SUPERSTARS ntertainment Group. inc. Cur EL LABORI Is E Al other cestinctrve character nanws, tithes, logo and Akonesses used heran are LICENSED PRODUCT 
. — wes of ThanSports, in TOU? All ghis Reserved Newendo Nattendo Entertaanrment Systery Game Boyd? Garna Link ™ and otticial seal ¥ y 
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WHAT 
THE EXPERTS 
SAY: 


^The Turbo Touch 360 is the 
first significant technology break-through 
in video games in the last 4 years.” 


-Bill Kunkel, renowned video game editor and reviewer. 
Katz Kunkel Worley, Inc. 








“This is the greatest controller I’ve ever used. 
it puts me in the game and makes me a 
participant in the action. I’m getting higher scores 
than I ever have.” 


-Robert Gennett, Semi Finalist, Nintendo World Championship, 
Albany, New York 


“I’m tired of treating teenagers for thumb injuries 

caused by playing video games. Your new product 

should be considered a blessing to game players, 
parents and doctors, alike. I salute you.” 


—Dr. Robert Grossman, Spring Lake, New Jersey 


“83% of game players tested preferred the 
Turbo Touch 360 to the existing controller. This ts a 
very impressive “win” for a product in video 
game marketing research.” 


-Karl Weigl, Baker Restaino Schumann Research, 
Mill Valley, California 





TURBO TOUCH 350 


Technology Break-through in Video Game Control 
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] Faster movement for No more blisters or 
“numb thumb” 


e 
e 





Gives you easy Gives you 
diagonal control circular control higher scores 
Extensively consumer-tested with game players, software developers and ae 
game reviewers, the Triax Turbo Touch 360 video game controller brings a E» 
e - 
ec 





new dimension of control and comfort to video game playing. It's a break 
through product, offering the benefit of higher scores and longer play without 
"thumb fatigue”. Just pass your thumb or index finger over the control 
sensor-you don't have to push down. And, thanks to better diagonal and 
circular (360°) control, the newest and most challenging games are easier 
to control and more fun to play. TRIAX is so confident that the Turbo Touch 
360 will improve your performance that, if you’re not getting higher scores 
after thirty days, we'll refund your purchase price (see box for details). The 


For use with Super Nintendo 
Entertainment System? 





For use with 
Nintendo Entertainment System® 


Turbo Touch 360 is the right product at the right time. 


A TRIAX | 


CONTROLS, INC. 
Call 1-800-858-7429 for the name of your nearest Turbo Touch 360 retailer 
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| am a video gamer from the days 
when Pong was an electronic mar- 
vel. It is a hobby in which my whole 
family can participate. | have an 
Atari 2600, Intellivision, NES, Game 
Boy, SNES and, unfortunately, a 
Genesis. 

It is the Genesis that is the prob- 
lem. | bought a Genesis several 
years ago when | found out that 
Populous—a game that | really 
wanted to try—was coming out for 
it, and | was not in the least disap- 
pointed. However, when | bought 
the Genesis, | also purchased an 
over-the-counter exchange warran- 
ty. In 1991, the Genesis developed a 
problem, and, rather than ship it off 
to be fixed, | exchanged it. The new 
system came with Sonic the Hedge- 
hog, which was okay, | thought. 
Until | tried my beloved Populous. 

| am sure you know what hap- 
pened. | called Sega, only to be told, 
“It's not our problem." So | called 
Electronic Arts and found out that 
sure, | could exchange the game for 
another one—for $20, which is in 
addition to the $49.99 originally 
paid. Pay $69.99 for a second-choice 
game? Ouch. 

Perhaps | am ignorant of the 
logic of video-game manufactur- 
ing, but since my cartridge, book- 
let and box.are all clearly 
marked “Licensed by Sega for 
play on the Sega Genesis,” 
and Sega is.the one who 
made the modification, doesn't 
the responsibility for this fiasco 
rest with them? 

There is nothing wrong with 
wanting to make a dollar—or sever- 
al million—but when it is done at 
the expense of those of us who 
innocently purchase a product, it 
seems fraudulent to me. | have to 
wonder why there was not more 
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publicity about this. Had | known, | 
would have proceeded differently. 


Now l read in another magazine 
that the same situation is happen- 
ing with two Genesis games by 
Ballistic (Accolade). 
Sorry, Sega. My Genesis sits 
gathering dust. 
| predict that there will eventually 
be another video-game crash. Only 
this one, instead of being caused by 
too many generic games flooding 
the market, will be caused by bicker- 
ing between the manufacturers and 
the licensees. Video gaming has 
matured over the years. If only the 
companies would. 
—Lisa F. Smith 
Merced, California 


Your points are all well taken, 
and, as Andy Eddy noted in a recent 
editorial, the business side of elec- 
tronic gaming does often get in the 
way. Console manufacturers want to 
make sure that they are compensat- 
ed for all the hard work required to 
get their particular machine out. 
That usually means that lockout 

chips and all sorts of patented, 
proprietary processes will be put 
in place to lessen the likelihood 
that unauthorized companies 
will release compatible soft- 
ware—at least, not without a fight. 
That's where Sega and Accolade are 
currently. 

With regard to the nonworking 
Populous cartridge you have, we 
contacted EA and got the following 
information: The games that don't 
work on the new revision of the 
Genesis (the systems that either 








come with Sonic the Hedgehog or 
no game at all) are Populous, 
Budokan and Zany Golf. /f you call 
EA's customer support line ([415] 
572-2787), they will tell you how to 
exchange the cart(s) you have for 
replacement—there are some carts 
you can trade even-up and others 
you have to pay the difference 
on. The $20 charge is only on 
defective carts past the 90-day 
warranty. 











ALL PACKED (IN) AND 
READY TO GO 

| have heard rumors that Ninten- 
do is going to stop including Super 
Mario World with the SNES, and 
replace it with Street Fighter // upon 
its completion. Is this true? 

Also, | enjoy reading your maga- 
zine greatly, but | think | would like 
it better if you would go out on a 
limb more often and print more 
rumors instead of waiting forever to 
print confirmed information. | real- 
ize that your magazine is aimed at 
an older audience, but the majority 
of gamers are young and they are 
switching to many of your competi- 
tors because they take risks and 
have guts. 

—Elliot Everhart 
Winston-Salem, North Carolina 


Let's address your last issue first. 
The editors of VG&CE have long ago 
determined that printing rumors is a 


Letters to be considered for publica- 
tion should be addressed to: Reader 
Vail, VG&CE, 9171 Wilshire Bivd., 
Suite 300, Beverly Hills, CA 90210. 
Letters may be edited for style, clari 


considerations. We 


ty and space 


regret that we cannot respond to all 


mail received. 
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This is what you'll see when 
you fly the F-117A 


Stealth Fighter! 


Blinding explosions of fire and metal. 
Horizons twisting upside down and 
back again. Frustrated enemy fighters 
flying aimlessly as you swoop down 
upon them. 

Pilot the incredible F-117A Stealth 
Fighter and you'll experience NES™ 
flight like you’ve never 
seen before. 














Actual screens 
may vary. 





Strapped into the cockpit of 
America’s most elite 
fighting weapon, you'll 
slice across the night sky ® 
and penetrate enemy 
airspace undetected. You'll 
launch awesome 
firepower. And you'll devastate enemy targets in Licensed by Nntencos for play on i 
strategic bombing runs. 


Plus, with thrilling two-player options, you'll also get 
to compete against a friend in head-to-head aerial 
combat. Or dodge enemy fire together aboard the same 
Stealth Fighter. 


The F-117A Stealth Fighter. You have to see it to believe it. 





To order, visit your favorite retailer or call 1-800-879-PLA Y. 180 Lakefront Drive « Hunt Valley, Maryland 21030-2245 
: š © 1992 MicroProse Software, Inc. ALL RIGHTS RESERVED. 
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waste of precious space. It’s hard 
enough for us to determine what to 
print and what to cut (because of 
space constraints), so printing sto- 
ries that might not be true would 
just take away from our ability to 
give you real and verified informa- 
tion. That means that you can trust 
us, and that's what a long-term rela- 
tionship is built on, right? 

Also, to correct you, VG&CE isn't 
aimed at an older audience—our pri- 
mary readership is between 11 and 
17—but, rather, we feel the format 
we use is less insulting to our read- 
ers than to fill every square inch 
with flash and fireworks. We get let- 
ters to support this every day, but, as 
we've said before, we'd rather print 
those that deal with game issues 
than endless "You guys are great..." 
comments. We opt for substance. 
You pick VG&CE up for game news, 
not innuendo, so that's what we give 
you. Taking risks? What does that 
accomplish for the readers, other 
than filling up their eyes with stories 
that may never come true? As we 
said, printing rumors wastes space 
and angers people if they aren't cor- 
rect. We aim higher. We do intend to 
start a column that will offer serious 
previews; but rumors just aren't our 
bag. Sorry. 

We must be doing okay because 
you turned to VG&CE for the real 
story on Street Fighter ll—and we 
won't disappoint you. The rumor 
that Street Fighter ll will be pack- 
aged with the SNES is not at all 
true. Both Capcom and Nintendo 
deny that Street Fighter Il will be 
a pack-in for the SNES; in fact, 
it has never even been a con- 
sideration. The only two current 
configurations of the SNES are 
including Super Mario World or 
with no game at all. Hope this 
answers your questions. 


MORE STREET FIGHTING 

The question | have is for a 
reviewer named Mike Davila, who, 
in the June 1992 issue, did a review 
of Street Fighter Il. 
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When you reviewed the game 
SFII, you said nothing about the grip 
of the game controller. | was won- 
dering if using the regular SNES 
controller made the game any 
more difficult. The reason | ask is 
because a controller made just 
for the game will be released at 
the same time as the game. If you 
found it extremely difficult to use the 
regular controller, | think | should be 
also saving for the special controller. 

—John Capito 
Johnson City, Tennessee 


Mike Davila responds: The joy- 
stick, named the Capcom Fighter 
Power Stick, unfortunately, won't be 
released until at least September, 
and its release may run even later. 
Capcom is making some beneficial 
changes to the design (to make it 
different from the Japanese ver- 
sion), and this has pushed the prod- 
uct release later than hoped. How- 
ever, from our early looks at the 
joystick, it's obvious that it will be a 
benefit to playing Street Fighter Il. 
Keep in mind that you can certainly 
play SFII with just a control pad, but 
the joystick does provide a certain 


control edge. 


BRAND NEO QUESTIONS 

| am very pleased that you are 
going to beef up your coverage on 
SNK's Neo*Geo system. | don't 
own one, but I’m thinking of get- 
ting one. 

In a previous issue of your 
magazine, it was stated that 
SNK wants rentals. Do they still 
favor rentals? | hope so, because 
that's one of the main factors that 
will lean me toward getting one. 

| also have a few questions 
regarding the Neo*Geo: 

1) What does SNK stand for? 

2) Will there be adventure, role- 
playing, wrestling and a Super 
Mario clone? 

3) Is SNK working on a CD player? 

4) What is SNK's address? 

—Mark Price 
Winnipeg, Manitoba, Canada 







SNK continues to state that 
rentals are a plus. "The demand for 
video-game rentals has increased,” 
Pamela Kelly, SNK's director of 
marketing, told us. "Being ag- 
gressive [in rental markets] 
makes the Neo*Geo accessible 
to everybody." Given the 
Neo*Geo's high price tag, the 
lower cost of renting makes it more 
likely that the system will find its 
way into more people's homes— 
even just temporarily. 

Here are the answers to your 
other questions, Mark: 

1) The letters SNK stand for Shin 
Nihon Kikaku, which is Japanese for 
"New Japanese Project." Anata wa 
wakarimasu ka? (That means, "Do 
you understand?") 

2) All those types of games are 
being worked on, but you'll have to 
keep your eyes on VG&CE for fur- 
ther developments as they occur. 
SNK doesn't want to give away too 
much too soon. 

3) A CD player is in the works, 
with a tentative release of 1993. 
Again, VG&CE will keep you up on 
new developments. 

4) That's the easiest one. You can 
write to SNK at 20603 Earl St., 
Torrance, CA 90503. & 
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Coming August 1, 
A from the creators of 
E . EYE OF THE BEHOLDER I AND II, 
$ and in the tradition of 
KING'S QUEST,” 


experience a whole new realm of 4 | ee 


fantasy adventure... 





Immerse yourself in 
THE LEGEND 

Or KYRANDIA", 

the first fantasy 
adventure in the 


FABLES @ FIENDS " series. 


ENTER A 
LAND WHERE 
MAGIC Is REAL. 


A land of dark mysterious foresta and 


sleeping dragons. A land of glittering 
rubies and emeralds. A land of breath- 


taking beauty and secrets to unravel. 


The land of Kyrandia. 
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Gorgeous scenes and realistic animation draw 
you into this fantasy adventure. Elegant point- 
and-click control makes it easy to play. The fully 


orchestrated soundtrack will captivate you. 
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THE LEGEND OI 


Westwood MAG ~, 


Distributed exclusively by 2 ss CA 


For pricing and orders, please call 8@@-VRG-IN@7. Visa, Mastercard, American 
Express and checks accepted. Get help with our hintline! Call 1-900-288-4744. 
(Calls are charged at 75 cents per minute. You must be 18.) 


THE LEGEND OF KYRANDIA AWAITS YOU! 


Eye of The Beholder I and II, Advanced Dungeons and Dragons are trademarks of TSR, Inc. King's Quest* is a registered trademark of Sierra On-Line, Inc. 
FABLES AND FIENDS and THE LEGEND OF KYRANDIA are trademarks of Westwood Studios, Inc. ©1992 Westwood Studios, Inc. All rights reserved. 
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player has trou- 





ble with a game 
now and again, but 
where can you turn for 
help? VIDEOGAMES & COM- 
PUTER ENTERTAINMENT has 
designed Tip Sheet to 
give you, the reader, 
answers to questions 
such as, “How do | defeat 
the end boss on this 
level?” or, “I’ve looked 
everywhere, but | can’t 
find the blue vase.” So if 
you’re having a problem 
with a game, write to us, 
and our group of experts 
will do — e they 
can to solve it. Send your 


letters to: 


VG&CE, 
9171 Wilshire Blvd., 
Suite 300 
Beverly Hills, CA 90210 


Attn: Tip Sheet 


In the Williams arcade game Ter- 
minator 2—Judgment Day, how can 
| safely protect John Connor during 

the side-scrolling truck scene? Con- 
centrating | mainly on the airships 
doesn't seem to be too effective 
and neither does focusing on the 
terminators—it's too easy to acci- 
dentally shoot up the truck. What 
strategy is the best for this level? 
—Tim Melnarik 
Covina, California 


Obviously, the best way to get 
through this stage is to play the 
game with two players—one can 


= | shoot at the Hunter-Killer planes 

-. | and the other can pick off the termi- 

—— | nators that run across the screen in 

125 9 front of the truck. But if you're tak- 

—— 1] ing on this challenging game by 
yourself, here are a few pointers: 

E First, be sure to blow open the 

—] boxes on the ground to power-up 

your weapon before the truck takes 

| off. Concentrate on the Hunter- 

| Killer planes as soon as they ap- 

pear—the terminators are more of a 

danger to you than they are to Con- 

nor and the truck. When you do 

shoot at the terminators, aim for 

their kneecaps. They can be cut 


NA down fairly — this way, and, if you miss, your shots will mostly go 
|| under the truck without hitting it. (Interestingly, the pickup's tires don't seem 


to be very susceptible to this type í of damage. ) 
If you make it through this stage c on the first try without losing the truck, 


| you'll get a 500,000-point bonus. For other hot tips on the T2 coin-op, see 


last issue's Destination Arcadia column. a 


CÓISESEUSUMM  ESCINMENEUUUCONE C unes 


Ong trite ^ 


jn nt te CENE: Tv 
- RA 2 <a 








GAMES 


CIRCLE #108 ON READER SERVICE CARD. 
















In the NES game Mission: pP : 
Impossible by Ultra, can you — [S GHOST TEMPLE 
help me get out of the Ghost —— IO OOS SE 
Temple in Area 3? 

—Darrell W. Adams 
Defuniak Springs, Florida 


Try to change to Grant Col- 
| lier before you reach the flight 
of stairs that leads to the 
Ghost Temple on the fourth 
floor of Syrinx. You'll need his 
speed to make it through the 
"end boss" battle. 

The important thing to re- 
member about the Ghost Tem- 
ple is that you have to keep 
moving—the floor tiles will dis- 
integrate if you stand on them 
too long. When the spinning 
ninja fighters appear, watch 
carefully to see which one is 
the real Iron Claw and which 
ones are ghosts. 

When you have identified the true “boss,” run up to him and 
punch him_as many times as you Can. Remember, though, that you 
can't just stand there and slug him, or you'll fall through the floor. 
The secret to beating him is to circle around him, punching and mov- | 
ing repeatedly until he vanishes and reappears in a different part of B | 
the room. ! 

If you're quick, you may be able to get in five or six punches each 
time he appears. Just keep at it, and continue to avoid the spots 
where the floor tiles have weakened or disappeared. You'll have to hit 
the Iron Claw about 17 times before he takes a powder. 


PERRE S 


I'm having trouble with Electronic 
Arts' The Immortal for the Sega Genesis. 
How do you get past the level with the 


— 








Jou fina a spell of 


levitation anà a note 


giant spiders? Do you need the alcohol, BEES - "T s Si Avoiù cohaghs am egg 
or is it just a joke? l've tried everything | § Rc F V oS 21 sacks. (ise levitahon to 
can think of and decided to turn to you ho EC oo float through the hall 
for help. : — o 3 of caghs 


—Brian Rose 
Fairhaven, Massachusetts 


The-alcohol is no joke—you won't be 
able to get through Level 6 without it. 
Start the leve! by crawling through one 
of the holes in the first room. Wait until 
you see the spider legs at the other hole 
before you go through. Move close to 
the giant Black Widow, but when she 
stands up, back off to avoid her webs. AS 
soon as she sits back down again, move 
in to engage her in battle. 

In the next room, grab the bottle of al- 
cohol and pour it on the treasure chest. (If you don't take this precaution, you'll be eaten alive by baby spiders when 
you open the chest.) Inside, you'll find some gold, a spell of levitation and a note that explains exactly how to get 
through the next room, the "hall of webs.” 

Be careful, though—you still need to avoid the large egg sacs when you use the levitation spell, and the wizard has a 
tendency to bounce off the walls uncontrollably while he’s floating around up there. Take it slowly, and try to guide him 
with gentle taps on the control pad. 





18 +» SEPTEMBER 1992 VIDEOGAMES & COMPUTER ENTERTAINMENT 





—-— ~ 


“Turbograf,” is a registered trademark of NEC Tes hnolozies, Inc. 1991 lelenet Japan Co., NEUSS Fantasy“ is a registered trademarh of Telenet J TELLE Co. ETD. Licensed 


from Telenet by Working Designs, ISI35 Clear Creek Road. Redding, CA 96001. For a dealer near you call (916) 243-3417 ext. 190. 


CIRCLE #109 ON READER SERVICE CARD. 





Konami Establishes 
Hint Line 

Konami has introduced a new "900" 
hotline that will have hints for both its car- 
tridge and computer software. Players call- 
ing from 8:30 a.m. to 7 p.m. Central Time, 
will speak with actual game counselors, 
while those calling all other times will have 
access to a computer-operated hint system. 
The new phone line will cost 70¢ per 
minute, and minors must have their par- 
ents' permission to call. 


Broderbund to 
Buy PC Globe 
Broderbund Software will acquire PC 
Globe Inc., paying the atlas publisher's 
shareholders $1.5 million. Earlier this year, 
Bréderbund became distributor of all PC 
Globe products and had supplied a line 
of credit to PC Globe for up to $500,000. 
In January, Broderbund sued Intracorp, 
which allegedly had plans to purchase PC 
Globe; since then, Intracorp countersued, 
but a court dismissed all of its claims. 


FBI Raids 
Software Pirates 

The FBI raided “Davy Jones Locker” 
computer bulletin board, which had al- 
legedly been illegally distributing copy- 
righted software to its subscribers in 36 
states and 12 countries. Armed with a 
search warrant, agents took all of the equip- 
ment from Richard Kenadek's owned-and- 
operated bulletin board, including a Novelle 
server and a 4-gigabit workstation. A thor- 
ough examination of seized equipment will 
help determine whether an arrest warrant 
would be justified. Kenadek would allegedly 
limit the number of programs a Davy Jones 
member could receive, as well as the daily 
time on the bulletin board; however, mem- 
bers could upload copyrighted software 
onto the bulletin board for additional time 
and programs. The Software Publishers 
Association (SPA) plans to file a lawsuit 
against Kenadek, but neither the FBI nor 
the SPA plans to seek legal action against 
individual members. 


Sears to Open 
Nintendo Displays 
Sears has signed an agreement with 
Nintendo establishing the "World of Nin- 
tendo" display areas in Sears stores. Each 
display will have several stations for cus- 
tomers to try the games, as well as a 20- 
inch SNES demo screen and a 12-inch 
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Atari Lowers Price 
of Lynx Software 

Atari entertainment has announced 
a five-tier price schedule for Lynx soft- 
ware, which will now be priced at 
$19.99, $29.99, $34.99, $39.99 and 
$49.99. The Lynx will still be sold as 
a $99 base unit and in a $129.99 pack- 
age that also includes a game cartridge, 
ComLynx multiplayer cable, carrying 
pouch and batteries. 


Judge Upholds Galoob's 
Right to Manufacture 
Game Genie 

A three-judge panel on the U.S. 
Court of Appeals, 9th Circuit, has 
unanimously affirmed U.S. District 
Court Judge Fern M. Smith's ruling 
in favor of Galoob last July, which al- 
lowed the manufacture and sale of 
Galoob's Game Genie for the NES. 
The court has still not ruled on the $15 
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But aim carefully. Or you'll never see the light of 
day. You and your Wizard, Knight, and Ninja allies 
must find the magic swords and slash through 
50 floors infested with giant gryphons, three 





When tbe serpent rises out 
of the slimey ooze, youve gotta 
Slash bim before be gets you. 


Aim your sword toward 
Ibe sky, or tbe Grypbon will get 
the jump on you. 


headed hydras and fire breathing dragons. Prove 
that nothing is mightier than your sword. Or, 
Drockmar Keep will be in eternal darkness. The 
sword fight of your life awaits at your store today. 





Get your stabs in fast, cause 
the Green Dragon is faster 
than a boit of lightning 


Licensed by Nintendo® for Play on the 


Nintendo 
© 1992 CAPCOM USA, INC. Nintendo and Nintendo Entertainment System are ENTERTRINMENT 
trademarks of Nintendo of America, Inc. For more information, call 408-727-0400. ssTET* 
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Game Boy screen for spectators. Five hun- 


dred fifty stores are currently planning to 


feature the World of Nintendo. 


CompuServe Drops 
Wolfenstein 3-D 

Following requests by German govern- 
ment officials, CompuServe has barred the 
game Wolfenstein 3-D from its shareware 
boards. The game features castle walls cov- 
ered with swastikas and portraits of Hitler, 
both of which are illegal to display in public 
in Germany. [For a review of the game, see 
the Computer-Game Reviews, page 112 
of this issue.] 


Maxis Launches BBS 
Maxis has launched its own BBS, which 
users may log on to at no charge at (510) 
253-3869. The bulletin board will allow 
Maxis game players to speak with each 
other as well as Maxis technical support 
representatives and game designers. 
Maxis BBS users will be able to upload 
and trade cities, planets, robot arenas and 
ant colonies, in addition to being able to 
take part in frequent tournaments and other 
contests. 
Also available will be on-line product 
registration, free demos and upgrades, 


shareware utilities that enhance Maxis 


games and background on game technol- 
ogy, including artificial life, genetic algo- 
rithms and computer-generated graphics. 


Top Coin-Ops for May 1992 
Figures courtesy of RePlay magazine, 
based on an earnings-opinion poll of op- 
erators. 


Best Upright Videos 
1. Street Fighter Il: Champion Edition 
by Midway 
. Terminator 2 by Midway 
. Sunset Riders by Konami 
. Double Axle by Taito 
. Steel Gunner by Namco 
. Super High Impact by Midway 
. Space Gun by Taito 
. Captain America by Data East 
. S.C.l. by Taito 
. Beast Busters by SNK 
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Best Deluxe Videos 
. X-Men by Konami | 
. Steel Talons by Atari 
. Race Drivin' by Atari 
. Hard Drivin' by Atari 
. Galaxy Force by Sega 
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million that Nintendo was required 
to pay to Galoob to cover all lost prof- 
its and damages Galoob incurred be- 
cause it was enjoined from selling 
the Game Genie. 


Nintendo and Sega 

to Lower 16-Bit 

System Prices 
Nintendo of America and Sega of 
America have announced new pack- 
aging for their 16-bit systems. The 
Super Nintendo Entertainment Sys- 
tem's new Control Set, which contains 


the SNES control unit, one hand-con- © 


troller and no software, will be sold 
for $99.95. (Consumers will still be able 
to buy the complete package, featuring 
the control unit, two hand-controllers 
and Super Mario World, for 149.95.) 
Similarly, Sega will make its Genesis 
available in a special $99.99 package 
that will contain one 
controller and 
no software. 
Sega will also 
offer the Game 
Gear in a $99.99 
y package, sans 
” software. 


Sunsoft to Produce 
Looney Tunes Games 
Sunsoft has signed a five-year 
agreement with Warner Brothers al- 
lowing the software publisher to pro- 
duce games based on the Looney 
Tunes licensed characters. The first 
releases will be Road Runner's Death 
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Valley Rally for the SNES and 
Looney Tunes Madcap Melody for 
the Game Boy, both of which will be 
out in October. In December, Sunsoft 
will also release Taz-Mania for the 
Super NES. 


Hudson Soft Publishes 
Guidebook to Limit 
Game Play 

Hudson Soft USA Inc. has begun 
distributing a booklet advising parents 
how to monitor the amount of time 
their children play video games. “Mas- 
ter Higgins’ 10 Tips for Responsible 
Play” prominently features the Adven- 
ture Island saga star, who gives de- 
tailed suggestions to parents on topics 
such as setting time limits on game 
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PUNE 


Iranslated to the computer screen for the first time, vou can now experience 
the exotic world of the bestselling science fiction 


If all time — DUNE ™! 
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The list of top-selling computer software 


. Cisco Heat by Jaleco 
. Mad Dog by Betson/ALG 
. Final Lap 2by Namco 

. Road Riot by Atari 

. Final Lap by Atari 
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. Best Coin-Op Software 
. Street Fighter ll by Capcom 
. Relief Pitcher by Atari 
. Knights of Round by Capcom 
. Total Carnage by Midway 


Rim Rockin' B-Ball by Strata 


. Wrestlefest by Technos 

. Steel Gunner 2 by Namco 
. Fatal Fury by SNK 

. Baseball Stars 2by SNK 

. Ninja Commando by SNK 


Top IBM PC Games 
for April 1992 


was compiled by PC Research of Wash- 
ington, D.C., based on sales data received 
from Software Etc., Babbages, Waldensoft- 
ware and Electronics Boutique. 


— 


Top 10 IBM PC Games 


. Ultima VII by Origin 
. Secret Weapons of the Luftwaffe 


by Lucasfilm Games 


. SimCity by Maxis 
. Star Trek 25th Anniversary 


by Interplay 


. Ultima Underworld by Origin 
. Global Conquest by Medalist 
. Jack Nicklaus Signature 


Edition by Accolade 


. Civilization by MicroProse 
. Risk by Mastertronic 
. Falcon 3.0 by Spectrum HoloByte 


Top 10 IBM PC 
Education Games 


. Where in the World Is Carmen 


Sandiego? by Brederbund 


. Where in the U.S.A. Is Carmen 


Sandiego? by Bréderbund 


. Mavis Beacon Teaches Typing 


- by Software Toolworks 


co 


10. 


. New Math Blaster Plus by Davidson 
. Playroom by Brederbund 
. Reader Rabbit 1 by The 


Learning Company 


. Oregon Trail by MECC 
. Treehouse by Bréderbund 
. Where in Time Is Carmen Sandiego? 


by Brgderbund 
Reader Rabbit 2 by The 
Learning Company ps 
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play, making extended 
playtime a reward for 
good behavior and 
becoming involved 
in the game- / 
buying process. . 
The pamphlet is “\ 
the U.S. intro- i 
duction of 
Takahashi 
Toshiyuki's 
Japanese 
campaign 
for re- 
sponsible 
game play. Toshiyuki, who was the 
inspiration for Master Higgins, 
began the program in 1987, 
which championed the 
limit of one hour of 
game play per day. 
Those interested in re- 
ceiving the booklet 
should write to Kevin Sul- 
livan, Marketing Manager, 
Hudson Soft USA, 400 Oyster 
Point Blvd., Suite 515, South San Fran- 
cisco, CA 94080; or call (415) 495-HINT. 


Capcom Fights Counterfeit 
Street Fighter ll 
Facing widespread media specu- 
lation and sizable potential losses due 
to black-market activity, Capcom has 
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announced that Street Fighter ll for 
the SNES will be identical to the 
Japanese version of the game. Prices 
for the anticipated hit will be $70-$75, 
and any cartridges selling well below 
that price will most likely be counter- 
feit versions. 


TTI Lowers 
Hardware Prices 
Less than three weeks after lower- 
ing the price of its TurboGrafx-16 to 
$69.99 (one game included) and the 
TurboGrafx-CD to $149.99, Turbo Tech- 
nologies Inc. has lowered the price of 
the TurboExpress 


to $199.99 
and the tuner that 
allows it to be used as 
a television to $59.99. TTI has also ex- 
tended its “Four Games Free” promo- 
tion, in which 
} consumers show- 
ing proof of pur- 
chase of the 
TurboExpress 
can choose four 
of the following 
six games free: 
Pacland, Victory 
Run, Alien Crush, 
Fantasy Zone, 
Vigilante and 
Power Golf. & 
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Tips are graded on a scale of 
one fo five joysticks. The more 
joysticks that are colored in, 
the more valuable the hint. 

Blow the dust off those old 
games, and try out some of our 
new hints! If you have some 
great hints and tips for us, just 
put them on a piece of paper, 
and send them to: VG&CE, 
9171 Wilshire Blvd., Suite 300, 
Beverly Hills, CA 90210, ATTN: 
Easter Egg Hunt. The author of 
each new tip we use will re- 
ceive $10. Write neatly and be 
sure to include your name and 
address! 


Street Fighter II 


(CAPCOM FOR THE SuPER NES) 
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The rumors are true—Street Fighter ll does contain a hidden player-vs.-player 
mode after all. Though the standard game does not allow both players to choose the 
same character in a two-player game, we have learned of a secret code that gives 
you the power to do just that. 

When you turn the system on, wait for the words "Licensed by Nintendo" to fade 
out. As soon as you hear the harplike tones and the Capcom name starts to appear, 
input the following code: press Down, R button, Up, L button, Y and B. The buttons 
must be pressed carefully, one at a time, but you must finish the code before the 
Capcom logo disappears. You'll hear a quick bubbling tone if you've done it correct- 
ly, and the background of the title screen will be blue instead of black. 

If the trick doesn't work the first time, just reset the game and try it again. Our 
thanks to Richard Arenaro Jr., who was the first to break the news about this valu- 
able tip. 


SUBSTITUTIONS 





(BALLISTIC FOR THE GENESIS) 
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Lots of great tips for Gen- 


esis fans this month—look 
for hints and codes on Out- 
Run, Mike Ditka Power 
Football and a comprehen- 
sive set of cheats for Steel 
Empire. Don't miss our Lynx 
and Game Boy tips, as well 
as one of the first Neo*Geo 
Easter eggs ever to appear 
in an American video-game 


magazine. 





TOTAL 


OU D 


Mike Ditka Power Football 


Juan E. Villegas of Inglewood, California, has found a way to score 
a touchdown on every possession in Power Football. Choose “punt” 
on the play selection screen, then wait for the field display to come 
up. As your players are lining up, press START and go to the Substi- 
tutions menu. Replace your punter with a faster player—preferably 
one with a speed rating of 80 or more—and return to the game. 

When the ball is snapped, head to the left or right sideline and start 


running for the end zone. When you get about 15 or 20 yards past the MEN 
line of scrimmage, all of the players on the opposing team will freeze 
like ghostly statues—you'll be able to walk right through them! In a 
two-player game, the player who is being controlled by your oppo- 
nent will be the only one who can move. Nice Easter egg, 
Juan...thanks for writing. 


1 
> 


continued on page 28 
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“Jam it home” as one of 
27 NBA All-Stars in the backboard 
shattering sequel to the best in NBA Game Boy 
hoops. In-the-lane or from-the-corner, the hottest, 
all-new roundball action explodes with Clyde Drexler, 
Dominique Wilkins, Chris Mullin, Hakeem Olajuwon, 
Dikembe Mutombo, and more! 


— — Hit the hardwood with 6 blistering ways to play, including: 

x | = em) + Rock The Rim Slam Dunk + Beat The Clock 3-Point Shoot Out 

missam muss» 'Outrageous Over The Shoulder Foul Shooting * One on One 
"T LA T * Accuracy Showdown * NBA All-Star Tournament 


4 | A att 


All NBA and Team Insignias depicted are the properties of the respective NBA Teams and NBA Properties. Inc. and may not be reproduced without written consent of NBA Properties, Inc. Nintendo’, 
GameBoy", Game Link™ and the official seals are trademarks of Nintendo of America Inc. All-Star Challenge 2 " and LUN’ are trademarks of LUN, Ltd.©1992 LJN, Ltd. All rights reserved. 
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Ei IE CLOI 
EXCITING THREE POINT 
SHOOTOUT 


PLAY ONE-ON-ONE AS 
YOUR FAVORITE NBA 
—— 
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Extra innings, 
© 1991 TriStar Pictures, Inc. All rights reserved. Hook and 


What do you want? 

Finger-blistering speed? Eyeball-popping 
color? Total control? Gameplay so smooth you 
can cut it with a knife? 

Well whatever it is, we've 
got it. And plenty of it. 

Like awesome sports and 
incredible action/adventure 
games. 

Check 'em out. | 

In Extra Innings, our 


Hook, Hudson Hawk, Soccer Mana and SmartBall are distributed by Sony Imagesott inc., 9200 Sunset 








Sunset Boulevard, Suite 820, Los Angeles, CA 90068. Sony Imagesott, imagesolt, Extr 
cheyacter names are trademarks of TriStar Pictures, inc. Hudson Hawk UE dU Panas Ic. Boones Mata © 1000 NN Cris, Japan. Exon a innings and Snead were developed by Sony Sony Music Entertainment (Japan)inc. 





newest hit for the 16-bit, you call the shots and 
control all the action: the starting lineup, your 
batter's slugging power, the spin on the curve 
ball, even your player's dive for a shot up the 
middle. 

With Soccer Mania, for GameBoy, you take 
the field against six of the world's toughest 
teams. Then it's your job to kick, pass and dribble 
your way to the world cup championship. 

On the action/adventure front, for NES and 
GameBoy, both Hook and Hudson Hawk will 


, Soccer Mania and SmartBall are trademarks of Sony Imagesott Inc. Hook and Hudson Hawk 





get your blood pumping. 

In Hook, you not only do battle as Peter Pan 
with the pirates and creatures of Neverland, you 
also board Hook's ship and 









square off in a duel for the 
fight of your life. (It's a good 
thing you can fly!) 
Hudson Hawk 
puts you in the 
shoes of the world's 
most famous cat- 


© 1991 Sony Music Entertainment (Japan) Inc. Nintendo, Nintendo Entertainment System, Super Nintendo Entertainment System 
GameBoy and the Official Seals are registered trademarks of Nintendo of America inc. © 1991 Nintendo of America Inc 





burglar. As The Hawk, you have to outsmart 
world-class criminals and sneak through traps, 
tunnels and airshafts to steal the secret device 
that will save the world from ruin. 

And in SmartBall you'll enter the wackiest 
worlds imaginable, as you change your shape 
and slip, slide, slither and ooze your way 
through steamy tropics and urban battlezones. 

So check out these action- SONY 
packed games from Sony Imagesoft. EEEN 

If it's action you want, we've got it. 
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fter suffering 
from a bad 
case of jet lag, 
sensory overload 
and post-CES stress 
syndrome, trying 
to find the Nippon 
Convention Cen- 
ter's train station, 
using Japanese 
kanji characters, seemed like effortless child's play. If the 
CES didn't break me, 1 surely wasn't going to let a Japan- 
ese train station conquer my intellect. After T pinpointed 
my location and dropped 290 yen into the ticket dis- 
penser, I took my ticket and tried to make believe I knew 
where I was going. Luckily I made it to the convention 
center without a hitch, instead of winding up at the Meiji 
Shrine or bumping into Godzilla. 

This years Tokyo Toy Show was overflowing with a 
variety of CD titles that crossed over all genres of video 
gaming. Shooters, RPGs, sports, strategies, simulations 
and even genres that are unexplored territory in the 

U.S., such as digital comics, which are starting to 





This — Tokyo Toy Show.had.a 
large crop of new CD titles. 


that a whopping 500-plus new video games were released 
in that country in 1991. 

The most impressive booth at the show was NEC s. 
with more than 36 new games on display for the PC En- 
gine, Duo, Core Grafx ll, LT and GT, with two-thirds of 
those games CD titles. Unlike in the.U:S. market, NEC 
holds a second-place positionsiti the video-game industry 
in Japan, right behind Nintendo, while Sega is in third 
place. Nintendo normally doesn’t attend this show be- 
cause it is not a member of the Japan International Toy 
Fair Association. 


NEC will introduce a RAM backup 
cart that plugs between the 
Duo and joypad. 


In a separate announcement, NEC is making 
plans for a RAM backup cart for the PC Engine Duo that 
plugs between the machine and joypad. It is said that the 
device will have one megabit of static RAM (SRAM) and 
will use four AA batteries. The projected release date in 
Japan is late fourth quarter of 1992 or first quarter of '95, 
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Sega’s Teradrive—part PC, 
make headway in Japan. An industry insider revealed part Genesis. 









and the retail price is 
currently undecided. 

Sega also had sev- 
eral CD titles dis- 
played in its booth, 
along with. the Won- 
dermega machine 


Expect to 
(Sega-JVC's combi- 


see the 
Ww 


nation Mega Drive, 
Mega-CD with MIDI 
interface), which is already being sold in Japan for about 
Y55,000 ($460). That's Y24,800 ($206) less than its origi- 
nal Y79,800 ($665) retail price. Keep your eyes open for 
this one in the U.S. 


ondermega 
in the U.S. 


Another wild piece of Sega hardware 
shown, the Teradrive, is a combo 286 
IBM PC compatible computer, Mega 
Drive and Mega-CD drive in one single 
unit. At its heart is a 10 MHz 80286 
CPU, a 7.6/10 MHz 68000 processor 
and a 3.58 MHz Z-80 processor. 

The Teradrive also has 640 x 480 
VGA graphics and standard Mega 
Drive/Genesis graphic modes 
available. The machine comes in three different models, 
with varying RAM configurations and a 30-megabyte 
hard drive available in the Model 3. The prices are 
Y148,000 ($1,233) for the Model 1, ¥188,000 ($1,566) 
for the Model 2 and ¥248,000 ($2,066) for the Model 3. 

Role-playing games are ex- 
tremely hot right now 
in Japan, and that is 
not limited to video 
games. You can go to 
just about any news- 
stand and pick up RPG-style 

weekly comic books gt 

that are about 400 >! We 
pages in size. Take | 

anv form of public & 

transportation in Japan and you can see people 
thoroughly enjoying reading them. Unfortu- 
nately, many of the RPG video games never make it to 
the U.S. becauselof the language barrier. 

Now let's take a look at what video-game manufactur- 
ers have to offer to the Japanese public. 
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ASCII 
The Super L5 ASCH Stick is a one-handed controller 
for the Super Famicom that contains many of the features 
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of the ascii Pad sold in the U.S. Due out in August 92, 
the L5 will sell for Y2,980 ($24). 

Daisenryaku for the Super Famicom isa World War I 
hex-grid strategy simulation that is similar to many board 
games of that genre. Due out in September 92, the game 
will retail for Y9,800 ($81). 


CAPCOM 
Yes, Street Fighter II is 
as popular in Japan as in | 
the United States. Cap- | 
com's booth was set up 
with a couple dozen 
Super NESes with SF II 
carts in them, and, on 
the day that the show 
was open to the general public, you couldn't walkin the 
booth for the crowd of people. 
Capcom didnt have any new games thatewe hadn't 
seen already, but they did have the best bag of the show. 


COCONUTS 

| Leave it to. a small- 
name company to produce 
one of the most entertain- 
ing games at the show. 
Color Wars is a simple, 
strategy CD game that is a 
3-D variation of an Oth- 
E elloistyis game. One to 
four players can compete against each other or the com- 
puter. Color Wars is for the PC Engine with CD-ROM, and 
it was to be released June 26 in Japan for Y7,300 (S60). 





COMPILE 
For the Mega Drive/Mega-CD, Nobunga and his Ninja 
Force is an intense, overhead perspective shooter with a 
twist. Currently about 75% completed, the game is due 
out in August 92 and the retail price issundecided. 


CRI/ CSK RESEARCH 
After Burner II for 
the Mega Drive/Mega- 
CD is on its way. Due 
out-in August '92 in 
Japan, the latest sequel 
in the After Burner se- 
ries uses impressive 
digitized.graphics and animation that rival many computer 
flight simulators. After Burner 111. will retail for Y8,400 
($70) and will also be available for the FM Towns computer. 


PRSTITUTE 


DATA EAST/ 
WOLFTEAM 
Thunder Storm FX was 
one the of most impressive 
Mega Drive/Mega-CD games 
at the show... [SEX uses full- 
motion video for game play, 
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and there are over 10,000 frames of animation. The 
gamer commands and pilots an LX-3 FX attack chopper 
on different missions. Due out the last day of July "92; no 
price has been slated. 


DATA WEST 
In the third sequel in a shooter series, Rayxanber III 
for the PC Engine with Super CD-ROM, you continue on 
yoursmission.to.save the Earth from an attacking alien 
force. Due out late in June of '92, Rayxanber ll will retail 
for Y6,800 ($56). 


ENIX 
460 Million Years Ago— 
To the Faraway Eden tor the 
Super Famicom is an origi- 
nal, dinosaur-evolution ac B 
tion sinrülator that could 
easily be called SimDi- W 
nosaur. No release date has- 
been decided upon; it will 
retail for Y9,600 ($80). 
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GAME ARTS 

Lunar—The Silver Star for the Sega Mega-CD is a hot 

new RPG title that looks like it is going to be a hit among. 

Mega Drive users. Scheduled for a late June release date, 
Lunar—The Silver Star will retail for ¥7,800 ($65). 


HUDSON SOFT 

Soldier Blade for the PC Engine/HuCard, is a top-view 
perspective shooter. Scheduled for release in early July 
‘92, with a retail price of Y6,500 ($54). 

The Record of Lodoss War for the PC Engine/Super CD- 
ROM is a fantasy RPG game. Scheduled for release in 
mid-July '92, with a retail price of Y7,200 ($60). 

Earth Light for the Super Fam- 
icom/8-megabit cart, is a space 
war game with a strategic ele- 
ment. Scheduled for release in 
late July '92, it will retail for 
Y8,500 ($71). 

Power League V for the PC En- 
Luo" —— AAN i gine/HuCard is a baseball simula- 
— T LA —_— 

T tor. Scheduled for release in early 
August 92, it will retail for Y6,800 ($56). 

Bomberman '93 for the PC En- 
gine/HuCard is the long-awaited se- 
quel to the original. Keep your 
eyes peeled for this one in the U.S. 
Scheduled for a late "92 release in 
Japan;.no price has been set. 

Dodge Ball for the PC Engine/ HuCard is a dodge ball 
action simulator. Scheduled for re- 
lease in autumn of '92; no price has 
been slated. 

Yuna for the PC Engine/Super 
CD-ROM is a digital comic, skewed 
for a younger, female audience. 
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Jennifer Capriati Tennis 
and Genesis. 


Great 
Match. 


a pt 


Jennifer Capriati is one of the brightest 
prospects in professional tennis today. 
Her combination of power, stamina 

and intelligence the past two years has 
taken her a long way in many top world 
tournaments. This year holds even more 
opportunities for Jennifer, and she's 
only 16! 





Now she has teamed up with Renovation for 
the first tennis video game for the 
Sega Genesis system. All the realism 
of professional tennis is here, from the 
overhead smash to an ace serve. Play 
as Jennifer in exhibition singles and 
doubles matches or take her to the top 
in the circuit tournaments. You can even 
risk trving to beat Jennifer with a choice 
of up to 24 different players, or 8 you 
can create yourself. 


What a great match: Jennifer Capriati, Sega 
Genesis and Renovation Products. See 
you at Courtside! 








HTI 


1992 Renovation Products, Inc. 
tadorsement used by permission 


leased by Sega Enterprises Lid.™ 987 University Avenue, Suite 10 
hr play on the Sega Genesis System Los Gatos, California 95030 





xp and Genesis are trademarks 
f Sega Enterprises Lid. M 
CIRCLE $116 ON READER SERVICE CARD. 


JVC 
For the Super NES (N/A) 





PLAYABILITY 1234560789 10 


OVERALL 1 2345 6 79s 10 


About five years ago, a small software 
company named Faster Than Light Games 
(FTL) released a role-playing game that 
forever changed the direction of the dun- 
geon-exploring adventure genre. Named 
Dungeon Master, the program was a phe- 
nomenal success and quickly became the 
best-selling game ever on the Atari ST and 
Amiga computers. To this day, Dungeon 
Master still sells well. Moreover, it has 
inspired several “clones” on various com- 
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JVC's version of Dungeon 


puter systems, including Bloodwych, The Master brings a venerable and 
Stygian Abyss and the ever-popular Eye groundbreaking game to the 
of the Beholder series. Video gamers who Super NES. 


have lusted after these computer-only 
adventures are now in luck. JVC has 
just released a version of Dungeon 
Master for the Super NES. 

As | said previously, Dungeon 
Master is a dungeon-exploring RPG. 
The object is to search through each 
level of the dungeon, looking for 
clues, solving puzzles, fighting mon- 
sters and, finally, confronting the 
ultimate dark lord, named Chaos. 
The dungeons are so spookily realis- 
tic that you'll quickly be plunged 
into a fantasy story from which you'll 
find it almost impossible to tear 
yourself away. Doors rattle eerily, 
traps open beneath your feet and the 
distant, dreadful sounds of sham- 
bling creatures. echo throughout the 
hallways. 
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As with most RPGs, your adventurers 
(of which you have four) can have vari- 
ous occupations. However, Dungeon 
Master, being an older RPG, offers only 
four choices: fighter, wizard, ninja and 
priest. Still, any member of your party 
can learn any of these skills, although 
some members are better at some skills 
than others. 

Physical skills can be developed by 
having the adventurer in question get 
more involved in fighting. Swinging a 
sword, shooting arrows and throwing 
objects all help improve fighter and ninja 
skills. In fact, if there are no monsters to 
fight, you can find a safe room and just 
spend some time throwing objects against 
the walls. This, too, will improve your 
party's skills. 

Wizards and priests can, of course, cast 
spells, and each has a unique set of spells 
from which he can choose. Like physical 
skills, the magical arts can be learned by 
any party member, 
if that member is 
willing to practice. 
To cast a spell, you 
must first have 
enough mana (ma- 
gical energy). You 
then must select 
the right combina- 
tion of symbols for 
the spell. Learning 
to combine the 
symbols properly is 
another of the 
game's puzzles, al- 
though you will fre- 
quently find scrolls 
containing very 
valuable magical 
information. 

Dungeon Master 
is played in first- 
person perspec- 
tive. That is, as you 
move through the 
dungeon, the scenes 
on the screen move 
toward you, as if 
you were seeing 
them through the 
adventurers' eyes. 
In the stone corri- 
dors, you'll discover 
all sorts of items, 
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including scrolls, food, 
weapons, flasks for potions 
and, of course, monsters. 
You will, in fact, discover 
many more items than 
your small party of four 
adventurers can use. Mas- 
tering the game involves 
knowing when to keep 
something in your in- 
ventory and when to leave 
it behind. 

Although there are 
plenty of creatures in the 
dungeons, Dungeon Master doesn't force 
a battle upon you at every step. This is 
more a puzzle-solving game than a 
hack-and-slash adventure. In fact, being 
successful in some battles even re- 
quires a bit of puzzle-solving. For exam- 
ple, you will discover that some of the 
monsters can be injured by slamming 
them in doors. 

The doorways here, though, are fewer. 
While the computer version of Dungeon 
Master was large, the Super NES version 
is a little abbreviated. Still, the game 
appears to include most of the original 
puzzles and items. There are just a few 
less corridors to tramp through. If noth- 
ing else, this makes the mapping task 
(yep, you'll need graph paper for this 
baby) a little easier, since many empty 
corridors and rooms have been left out of 
the game. 

The smáller size of the dungeons 
notwithstanding, JVC's version of Dun- 
geon Master brings a venerable and 
groundbreaking game to the Super NES in 
grand style. This is one game no adven- 
turer worth his sword and tunic will want 
to miss. 

—Clayton Walnum 
JVC 
3800 Barham Blvd., Suite 305 
Los Angeles, CA 90068 
(213) 878-0101 
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Taz-Mania's 
graphics are 
among the 
best ever seen 
in a Genesis 


game. 





SEGA 
For the Sega Genesis ($49.95) 





9 





PLAYABILITY 
OVERALL 1 2345 6f%s 9 10 
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Anyone who's seen the Tazmanian 
Devil in one of the older Warner Bros. car- 
toons or the new syndicated cartoon upon 
which this game is based knows that Taz 
is an easily excited dude. So, when 
Grandpa Devil tells a tale of a long-lost 
valley where seabirds lay eggs big enough 
to feed a Devil family for a year, Taz runs 
off to find himself one. 

There are 16 stages and six levels of 
platform action between Taz and his egg. 
In each stage, Taz comes across bad guys 
and lots of different objects: bombs, which 
blow up inside Taz's tummy if he eats 
them; chili peppers, which give Taz fiery 
breath; 1-ups; and other goodies. Taz has 
a larger appetite than Oprah Winfrey, so 
he'll eat anything he comes across unless 
you put him into "Object Carrying" mode. 
Once Taz picks up an object, he can walk 
with and throw it. Several stages in the 
game have puzzles that require you to 
throw objects; it's too bad that the pro- 
grammers didn't create many more puz- 
zles to solve (for reasons to follow). 








continued on page 42 
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Flying Edge’ is your hot new source for 
Sega Genesis and Game Gear games. 


So, if you're into 
back-board shattering, hairpin turns, 
flying dropkicks, rising fastballs, 
left-right combos, and an 
“hasta la vista, baby" or two, then look 
to the Edge...The Flying Edge. 


* THE SIMPSONS : 
BART VS. THE SPACE MUTANTS 


e KRUSTY’S SUPER FUN HOUSE 
e GEORGE FOREMAN'S KO BOXING’ 
e FERRARI GRAND PRIX CHALLENGE" 
e ARCH RIVALS’: THE ARCADE GAME 
e SPIDER-MAN' 
eTERMINATOR' 2: JUDGMENT DAY 
e ROGER CLEMENS’ MVP BASEBALL 
e STEEL EMPIRE 


TM 
J E d 
=e 


A Division of Acclaim Entertainment, Inc. 


cenesis GAMEGEAR 


(eee EY CaA TAT OSE 


The Sirpsons TM & © 1992 Twenbeth Century Fox Fim Corp. Al Fughts Reserved Arch Rivals * 

© 1989. 1992 Licensed trom Midway Manutactunng Company The Amazing Spider-Man’ is a trade-mark 
of Marvel Entertainment Group. inc. and is produced under license o! Marvel Entertainment Group. Inc - 
1992 Marvel Entertainment Group. Inc. Al Rights Reserved Hulk Hogan", Hulkamania" and Hukster" are 
trademarks of Marvel Entertainment Group licensed exclusively to TtanSports, inc. € 1992 TitanSports, inc 
Al rights reserved. Terminator" 2: Judgment Day © 1992 Caroico Pictures inc. (U.S. & Canada); Caroico 
international N.V (Ali Other Countries). Ferrari Grand Prix Challenge is a game designed and developed by 
System 3 Software licensed to Acciaim Entertainment, inc Code and Game Design © 1992 System 3 
Soltware. Roger Clemens MVP Baseball" is a trademark o! LUN. Lid © 1992 LJN, Lid. All rights reserved 
Sega", Genesis" & Game Gear* are trademarks of Sega Enterprises, Lid Ferrari Grand Prix Challenge * 
George Foreman's Knock-Out Boxing * Steel Empire” and Flying Edge" are trademarks of Acclaim 
Entertainment, inc. © 1992 Acclaim Entertainment, Inc. All nghts reserved. 


NOTICE! The following games are so hot that 
initial supplies may not last. Get down to your 
local video game store as soon as possiDie 
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perfectly animated, and the backgrounds 

are colorful and varied. The sound is also 

excellent, with some appropriately car- 

toony music accompanying the action. 

Taz-Mania is an above-average plat- 

form game, but there’s not quite enough 

action to be had, and most players will 

have the game whipped in short order. 

Taz-Mania is great for younger gamers 

and beginners, but veteran Genny players 

won't find enough here to challenge them. 

Sega's Taz-Mania for —Zach Meston 
the Genesis has 16 Sega of America Inc. 
stages and six levels of 130 Shoreline Drive 
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Taz has sev- 

eral different 
attacks. If he's 
eaten a chili pep- 
per, he can incin- 
erate enemies 
with his breath 
(each pepper 
gives Taz five 
bursts of flame). 
Without his fire - 
power, Taz can 
jump on ene- J 
mies' heads, grab 
and eat them(!) 
or use his whirlwind attack. 
Unfortunately, you don't 
score any points when you 
defeat enemies using the 
whirlwind. 
JA |t all sounds pretty keen, 
but, unfortunately, Taz-Mania 
has two semimajor drawbacks. 
The first drawback is that most 
of the time there's just not 
enough going on. Enemies 
are few and far between, and 
all that really needs to be done 
is to figure out the path 
through each stage. Of the six 
levels in the game, two of 
them (the factory and the 
mine) are interesting because 
of the puzzle elements 
(switches to throw and eleva- 
tors to ride); the other four lev- 
els are letdowns. 

The second drawback is 
that the game's too easy for 
experienced players—a flaw 
that's been creeping into many Genesis 
games recently. There are two difficulty 
levels to choose from, but the game can 
be beaten in a day or two even at the 
higher setting. 

The game play may have flaws, but 
Taz-Mania's graphics are among the best 
I've ever seen in a Genesis game. Taz is 
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platform action. Redwood City, CA 94065 


(415) 508-2800 


Danny Sullivan’s 
Indy Heat 


TRADEWEST 


For the Nintendo 
Entertainment System (N/A) 
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OVERALL: 2 0Mje» 16 

Unlike the hordes of gamers who are 
just biding their time waiting for 
Tradewest to deliver Rare’s Super NES 
version of Battletoads, l'm always happy 
to check out the latest stuff from the 
U.K.'s most prolific developer of NES 
software. It also helps when the cartridge 
in question is a translation of a popular 
Leland arcade title, one that spent many 
months fluttering around in the coin-op 
top-ten lists. 

Danny Sullivan's Indy Heat is a smooth- 
handling racing game that lets up to four 
players compete with Sullivan on nine dif- 
ferent courses across America. At stake 
are cash prizes that number in the hun- 
dreds of thousands of dollars. You won't 
be sending that dough home to your fam- 
ily, though, as most of it will be spent 
between races on improvements to your 
vehicle's engine, tires and brakes. Hiring a 
more efficient (read: higher paid) pit crew 
is also important to your long-term suc- 
cess, as is the purchase of turbo charges 
that will give your car brief bursts of 
speed—for $3,000 a pop. 

Each race features five cars with color- 
coded pit areas and information windows. 
The pit stops are a breeze: All you have to 
do is come close to the area of your car's 
color. The computer will straighten your 
vehicle and pull it into position as your 
crew leaps over the fence and swarms 
over you like a crazed gang of cockroaches 
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in white jumpsuits. The variety of courses 
is one of the game's strongest suits—there 
are a lot of interesting twists and turns, 
from the straightforward, 12-lap 
"Tradewest Speed Bowl" to the sharp 
angles and underpasses of the Michigan 
raceway. 

Without the scrolling scenery of games 
like Galaxy 5000 and Rare's own R.C. Pro- 
Am, Indy Heat can't compete with the 
larger vehicles and scattered bonuses of 
these and other racing titles. The all- 
encompassing overhead view of each 
course is necessary when you consider 
that all five cars have to be on the screen 
at all times. It should be pointed out that 
the game's graphics are certainly more | 
varied and better detailed than those of 
the similarly themed Super Sprint, a 
highly enjoyable Tengen title from a few 
years back. 

But, even if you can't call Danny Sulli- 


game (did | hear Josh Mandel yell out 
"Micro Machines!" just then?), you can 
definitely point to this title as one of the 
best of the four-player cartridges, because 
its one of the most instinctive. Have you 
ever tried to get your mom in as the fourth 
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Danny 
Sullivan's Indy 
Heat, by 
Tradewest, is a 
smooth- 


handling racing 
game. 
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player in a ses- 
lil sion of NES Play 
Action Football, 
only to get stuck 
trying to explain 
the intricate but- 
ton combina- 
tions? No prob- 
lem here—nine 
out of ten moms 
should be able to 
keep pace with 
Sullivan right 
from the first 
race at West Can- 
ada. The elegant 
simplicity of its 
control scheme 
makes /ndy Heat 
accessible even 
to those who 
have no previous 
control-pad expe- 
rience. 

The only one 
of the game's fea- 
tures that | don't 
like is the con- 
stant presence of 
Danny Sullivan's 
yellow vehicle on 
the track. Wheth- 
er you're playing 
a four-player cir- 
cuit or just a solo 
outing, Sullivan 
| represents your 

only serious op- 
position, and you 
must continue to 
outrace him in 
order to advance 
to higher levels. 
Expect to be rear- 
ended and side- 
swiped by Danny 
constantly, at 
times with such violent force that your car 
bursts into flames! He also issues dubious 
"advice" about which power-ups you 
should buy, always recommending the 
short-lived turbo boosts over more perma- 
nent improvements to your engine or 
brakes. 

A great "party" game, Danny Sullivan's 
Indy Heat won't quite set the 8-bit world 
on fire, but it does have enough action to 
quicken your pulse for as long as it's 
plugged into your NES. 

—Chris Bieniek 
Tradewest Inc. 
2400 S. Highway 75 
Corsicana, TX 75110 
(903) 874-2683 
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Jackie Chan's Action 


TTI 
For the TurboGrafx-16 ($49.99) 





OVERALL 


Jackie Chan's Action Kung Fu presents a 
familiar scenario: Our hero's girlfriend 
(Josephine) is kidnapped by some evil 
dude (a rather elderly looking vampirish 


character in Vaderlike body armor), and our $ 


hero is a tad upset. After some meditation 
and training under the guidance of his 
master, Jackie sets off for a rescue attempt. 

Jackie carries no weapons and must 
fight his way through five levels of nasties 
(snakes, tigers, ninjas, dragons and even a 
few turtles, to name a few) with punches 
and kicks for the most part. Jackie also has 
a limited supply of "psycho waves" that 
can be hurled at oncoming enemies, but 
they must be carefully rationed. 

Only one player may play, and starts 
the game with one life plus four continues. 
Each life contains six health points, and 
once you lose them, you lose a life and 
must continue from the beginning of the 
stage you were in. Additional 
lives/continues are given for 
finding hidden 1-ups, for col- 
lecting 100 "purple jades" 
from slain enemies or from 
the bonus areas. 

The bonus areas are hid- 
den throughout the game and 
can provide Jackie with addi- 
tional health and fireballs, as 
well as the aforementioned 
continues. These are tough to 
find, with only a ringing 
sound to be heard when 
Jackie is nearby. By jumping 
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Jackie Chan's Action Kung Fu 


has its niche for players looking 


for a good solid game. 
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and kicking in the immediate area, a bell 
appears that will transport Jackie and his 
master to one of four possible bonus areas, 
each of which contains a different chal- 
lenge for Jackie to test his skills against. 

Friendly frogs are also scattered 
throughout the game, and, 
when punched (what a way 
to greet your friends!), they 
will either cough up a 
health power-up or one of 
four attack power-ups. 

These special power-ups 
4 are limited, so when they 
run out, it's time to go frog- 
bashing once again. 

Game play consists pre- 
dominantly of horizontal 
scrolling in one direction or 
the other, with areas of ver- 
tical scrolling as well. Each 
area is divided into several 
sections, and at the end of 
each area is a nasty boss, of 
course. The action is pretty 
straightforward: Kill every- 
thing that moves, except the 
frogs, while trying to suc- 
cessfully navigate the natu- 
ral obstacles that are equal- 
ly as troublesome. You must 
travel through lands of 
snow, fire, waterfalls and even up into the 
clouds in pursuit of your girl. 

While this isn’t a particularly new 
concept, there aren't that many titles of 
this sort available for the TG-16 at this 
point, so it should be a welcome addition 
for product-starved players. 

The graphics are pretty good, if some- 
what bland in some areas, and the 
scrolling and animation are excellent all 
the way through—no flickering/slowdown 
that | saw. The musical soundtrack is very 
good, and didn't get on my nerves at all. It 
changes frequently, and makes a nice 
backdrop for the wild screams of Jackie as 
he thrashes about. 

The difficulty is 
such that even better 
players will still spend 
some time making 
progress. It's not that 
the areas are so hard, 
but the struggle to 
ration your health and 
continues while search- 
ing for the bonus areas 
along the way keeps 
you on your toes. 

Good game play is 
what kept me coming back for more, as 
well as the convulsions that Jackie goes 
through when he croaks. While it's not 
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LIGHIS! 


CAMERA! 


ACTION! 


You'll think you're actually on a movie set 
when you star in the cinematic action/adventure 
Out Of This World! M. 

Out Of This World™ is like no other game 
on the Super NES. Using a completely new graphic 
system of cinematic zooms, pans, close-ups, and cuts, 
Out Of This World™ gets you involved in a breath- 
taking story of inter-dimensional travel. 

You'll duck as lasers blast, boulders crash, and 
monsters roar. The complete musical score and 
realistic, digitized sound effects will make you feel like 
you're on a movie sound stage. 

B Cinematically styled, 
rotoscoped animation 





State of the art, real- 
time, polygonal graphics 





Continuous mix of 
digitized sound effects 
and musical score 





An action/adventure 
game that actually tells 
a story 
















Being a 
hero is hard work, 
and you'll experience it 
first-hand as you run, jump, dodge, 
and shoot your way across a hostile world of deadly 
earthquakes and alien monsters. So, grab your hat and 


whip, charge up your blasters, and get ready to star in 
your own movie that'll take you Out Of This World ^"! 





To order Out Of This World™, call 1-800-969-GAME, 


or see your local retailer. 





Interplay Productions 
3710 S. Susan, Suite 100 


LICENSED BY 
Santa Ana, CA 92704 
(rendo) NSB 
MADE IN JAPAN. 


© 199] Delphine Software. All rights reserved. 
Out Of This World is a trademark of Interplay 
Productions, Inc. Nintendo, Super Nintendo 
Entertainment System, Super NES and the official 
seal are trademarks of Nintendo of America Inc 
© 1989 Nintendo of America Inc. 


THIS OFFICIAL SEAL IS YOUR ASSURANCE THAT 
NINTENDO HAS APPROVED THE QUALITY OF THIS 
PRODUCT. ALWAYS LOOK FOR THIS SEAL WHEN 
BUYING GAMES AND ACCESSORIES TO ENSURE 
COMPLETE COMPATIBILITY WITH YOUR SUPER 
NINTENDO ENTERTAINMENT SYSTEM. 


CIRCLE #118 ON READER SERVICE CARD. 





V 1D NS e 


flashy or innovative, Jackie Chan's Action 
Kung Fu has its niche for players looking 
for a good solid game. 

—Brent Walker 
TTI 
6701 Center Drive West, Suite 500 
Los Angeles, CA 90045 
(310) 641-4622 


SAGE'S CREATION 
For the Sega Genesis ($49.95) 





PLAYABILITY 123 Be 7 8 9 10 
OVERALL 1 23 40e 7s? 10 


Ah, fishing—relaxing, leisurely, the sec- 
ond-favorite sport (besides golf) of people 
who have nothing better to do. In the best 
tradition of angling lore, | hereby present 
my review of King Salmon in the form of a 
shipboard journal. 

7:00: How do | equip my laser cannons? 
| need them to destroy the other boats. 
And what are those dark blobs skimming 
beneath the water's surface? Are those the 
monsters? 

7:05: A quick glance at the manual 
informs me that King Salmon is not, in 
fact, an action game but a fishing game. 
My mistake. 

7:30: More from the manual: Appar- 
ently I’m participating in something called 
the “Salmon Derby,” which takes place in 
and around Vancouver, Canada. Well it’s 
not Zorg the Python Galaxy, but Canada 
is...kinda exotic. | guess. | mean, if you 
don't get out much. 

9:00: Nothing much to report. Just 
trolling up and down, up and down, up 
and—holy haddock!—something moved! 
No, wait, that was just my cat jumping on 
the TV set. 

10:00: A catch! A catch! A school of 
salmon swims under my lure; then, sud- 
denly there's this fisherman guy in the 
lower left-hand corner of the screen, 
grunting and heaving and looking like he's 
about to have a coronary. | pound franti- 
cally on all the buttons, but the salmon 
swim away, farther and farther and.... 
Then, just when it appears my fisherman 
guy is about to keel over for good, this 
laconic message flashes: "Your line's been 
cut." Who?? How?? Has some ungodly 
force of evil invaded our friendly neighbor 
to the north? 

10:05: "How to Pump Your Rod," reads 
the appropriate section of the manual. 
- Maybe later. 
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King Salmon, by 
Sage's Creation, is 
definitely one of 
the most unusual for Kins Salmon fishins! 
video games to 


come along in 
awhile. catch a bis one. 
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WIN Thousands of SAGIN Genesis Prizes! 
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11:00: Mind starting to wander. | think 
of some other video-game concepts the 
folks at Sage's Creation might want to ex- 
plore: Curling? Horseshoes? World Cham- 
pion Birdwatching? 


Good ODd! 


You’ ve caught one! 


M = 


by €e Champizn 





Padded Thumb For Enhanced Video Game Play 


Batman is a trademark of DC Comics Inc. © 1991. All Rights Reserved 


Look for details on Champian Batting Gloves. 





CIRCLE #119 ON READER SERVICE CARD. 


12:00: King Salmon's music, mildly 
annoying to begin with, blossoms into a 
constant irritant—it's like the soundtrack to 
one of those off-brand travelogues (Dairy 
Farming in North Dakota) they used to 
show in movie the- 
aters when | was 
growing up. 

2:00: | notice that 
the game's clock, set 
in the upper right- 
hand corner of the 
screen, runs about 
twenty times faster 
than normal. Is this 
an accurate reflection 
of reality? Does your 
average fisherman, 
after spending an 
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entire day trolling some godforsaken river, 
say to himself, "Gee, that was so much fun 
it seemed like only an hour"? 

3:00: Time for another catch! l've stud- 
ied the manual this time, and l'm ready! 
I'm using a reflective-metal spinning 
spoon lure, my line is set to 440 feet and 
l've got my moves down cold—up D to 
set my hook, left D to pump my rod, C to 
reel in, A to replenish strength. | surely 
pity the poor fish who dares nibble at my 
Lure of Death. 

3:30: A fearsome battle! l've hooked a 
hundred-pound salmon that takes my 
line out to 550 feet, dives, nearly 
swamping the boat, and resurfaces with 
an impish expression on its face, as if 
to say, "Look, | don't give a damn about 
up D and left D and C and A! You're way 
out of your league here; get outta the 
river and let some real fishermen have 
some fun!" 

3:55: "Your line's been cut." 

4:00: Enough fishing for one day. Time 
for Oprah. 

—Bob Strauss 
Sage's Creation 
12062 Valley View St., Suite 250 
Garden Grove, CA 92645 
(714) 893-0309 
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IREM 
For the Super NES ($59.95) 


emaPuics 123456 79 10 
PLAYABILITY 123465 6 Es 9 10 
123456 7 He 10 





OVERALL 


Kids love ‘em. Plastic toys, cartoons 
and, of course, video games—remember 
Joe and Mac?—all feature them. In what 
may be a growing genre, DinoCity pre- 
sents two young dinosaur fanatics named 
Timmy and Jamie, 
who get more 
than they bar- 
gained for when 
they decide to 
watch a videotape 
at Timmy's house. 

Timmy's par- 
ents are scientists, 
and what he mis- 
takes as a large- 
screen TV in the 
family laboratory 
is actually an 
experimental E 
transfer device that, when activated, 
transfers the two into the video that 
they had been preparing to watch. 

Worried? Nah. Excited? Yes! They 
quickly team up with two friendly 
dinosaurs, Rex and Tops, and decide 
to help them with their mission of | 
fighting an evil bunch of Neanderthals 
called "Rockys." 

The Rockys have stolen a fuse that 
has the power to blow the dinosaurs 
to the moon, and you must recover it | 
to save this prehistoric land and its 
inhabitants. Complete the mission, 
and you will be able to return to the 
laboratory and your own time. 

Either one or two players may par- 
ticipate, with players alternating as 
one or the other dies. Players work as 
a team with their dinosaur, and are 
able to climb off of their mount at 
most any time. Both players are 
equipped with a "stun" weapon for 
defense, which will temporarily freeze 
an enemy in place. Tops has the abil- 
ity to fling "flying tools," while Rex 
has a punch and tail slap to inflict 
damage. Both dinosaurs may also do 
damage by landing upon some ene- 
mies. The abilities of both dinosaur 
and rider are needed, however, as 
teamwork is the key to success. 
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DinoCity, by Irem, is a well- 

The game is divided into six stages of crafted and fun game to play. 
five areas each. You will always begin a 
. stage from the same area, but afterwards 


— the order may differ. At the end of an area 


are two doorways, one usually more diffi- 
cult to reach than the other. The easier one 
will always simply lead to the next area 
within the stage, while the harder one will 
either lead to a different area than the first 
door or possibly a bonus area. At the end 
of each stage is a boss or bosses, which, 
while not usually that difficult to defeat, 
usually require some thinking. 

Each player/dinosaur team starts with 
three lives, three health hearts and three 
continues. Special items consist of health- 
replenishing hearts, 1-ups and dinosaur 
eggs, 50 of which ARA an extra life. These 
are scattered throughout 
the game and in the 
bonus areas. Upon com- 
pleting a stage, a pass- 
word is given that will 
allow you to start from 
the beginning of that 
stage when entered. 

DinoCity's controls 
are straightforward, and 
its objectives are easy to 
discern, though they 
gradually become hard- 
er to conquer as the 
stages progress. | found 
some of the challenges 
similar to other SNES 
games that have come out 
recently, but, overall, the game 
still feels fresh. Excellent back- 
ground graphics and interesting 
critters are supported by equally 
excellent and changing music. 

A downside exists, however, 
and it is an all-too-familiar one: 
graphics slowdown. It occurs 
mainly when the graphics rota- 
tion and scaling are used, and, 
unfortunately, does hamper 
playability in many areas. 

The game play doesn't be- 
come impossible, but retiming your 
reflexes as the action jerks between differ- 
ent speeds can be maddening at times to 
say the least. Pretend it's a wrinkle in the 
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Largest Selection Of Games Anywhere! 





GAME DUDE a ussa a New Gomes 


Below Is A Partial Listing Call For Games Not On List 
Nintendo Nintendo Genesis Genesis Game Boy Turbo Grafx Game Gear 

























































































































































































































TITLE Buy/Sell| Megaman 17/29| Mega Drive Converter 16 Addam's Family 14/23| PC Engine Converter 29 —— Converter 29 
Addams Family 18/30| Megaman 4 24/40| 688 Attack Sub 15/34| Mystic Defender 5/12| Adven. of Star Saver 11/22| Addams Family (CD) 25/44| Ax 11/22 
Adventure Island ||! 26/42) Millipede 21/39| Abrams Battle Tank 15/35) NHL Hockey 19/39| Aerostar 14/22| Aero Blasters 8/17 Clutch Hi Hitter 9/22 
Adventure of Lolo Il! 26/39| Monopoly 27/38| Air Buster 12/33| Onslaught 5/19| Altered Space 14/22| Alien Crush 4/10| Donald Duck 16/27 
American Gladiators 24/38| Monster Truck Rally 24/34| Air Diver 14/32| OutRun 17/35| Amazing Tater 11/22| A. Panza Kick Boxing 20/35| Galaga 14/24 
Andretties Grand Prix 16/28| MS. Pacman 25/37| Alien Storm 20/35| Pac-Mania 20/38| Asteroids 12/20| Battle Royale 8/17| Joe Montana Football 17/27 
Attack Of Tomatoes 17/32) Muppet Adventure — 17/30| Alisia Dragoon 20/36| Paperboy 21/36| Attack Of Tomatoes 14/22) Bomberman Ninja Gaiden 16/26 
Bandit Kings of China 21/39] Mystery Quest 15/27| Arcus Odyssey 18/44| PGA Golf 22/44| Atomic Punk 14/24| Bonk's Revenge Pac Man 18/28 
Barbie 20/35| Nightshade 20/38| Arrow Flash 12/24| Phantasy Star III 17/38| Battle Toads 15/24| Boxy Boy Shinobi 12/24 















































































































































































































































Bard's Tale 19/32} Ninja Gaiden Ill 25/40| Back To Future Ill 22/44| Pit Fighter 24/44| BeetleJuice 14/24| Bravoman Sonic The Hedgehog 14/24 
Baseball Stars 14/29] Nobunagas Amb. || |25/39| Batman 10/24| Quack Shot 22/39| Bill Elliots Nascar 12/22| Cadash Super Golf 12/24 
Bases Loaded III 20/36| North & South 19/35| Battle Master 10/24| Quad Challenge 18/36| Blades Of Steel 17/25| Cham. Forever Boxingt 7/35 

Batman 2 25/40| Paperboy 2 17/34| Battle Squadron 16/29| Raiden Trad 10/21| Boggle Plus 12/22| Chew-Man-Fu 10/19 [-TeR CT- 1o. 
Battle Toads 17/35| Peter Pan 25/39| Beast Wrestler 16/34| Rambo III 8/19| Brain Bender 12/20| Crater Maze 

BeetleJuice 18/32| Pirates! 25/39| Bimini Run 15/32| Rastan Saga Il 10/25| Bubble Bobble 12/24| Davis Cup Tennis Burning Fight 70/120 
Big Nose 20/32} Pools of Radiance — 25/45| Block Out 15/26| RBI Baseball 3 12/28| Bug's Crazy Castle Il 14/24| Deep Blue Crossed Swords 70/105 
Bill & Ted's Adven. 15/32) Puzznic 17/29] Bonanza Brothers 14/29) Rings Of Power 15/34| Castlevania II 16/25| Devil's Crush 4/12| Eight Man 100/140 
Bo Jackson Baseball 20/38| Qix 20/35| Buck Rogers 20/39| Road Blasters 20/40| Ceasars Palace 16/24| Double Dungeon 7/18| Fatal Fury 105/145 
Bucky O'Hare 19/35| Quatro Adventure 20/38| B. Douglas Boxing  10/22| Road Rash 24/42| Chase HQ 14/22| Dragon's Curse 5/15| Football Frenzy — 105/129 
Bug's Crazy Castle — 20/37| Quatro Sports 18/37| Caliber .50 17/34| Rolling Thunder 2 22/45| Cyraid 9/18| Dragon Spirit 4/10| Mutation Nation 90/125 
Captain America 20/36| Rad Racer Il 20/39| California Games 22/36| Saint Sword 16/24| Days Of Thunder 14/21| Drop Off Robo Army 95/129 
Casino Kid 22/36| Rainbow Islands 19/29| Castle Of Illusion 10/25| Sagaia 16/27| Double Dragon II 17/24| Fighting Street (CD) Soccer Brawl 90/120 
Castelian 14/24| RBI Baseball II! 27/37| Centurion 5/15| Shadow Of The Beast 10/25| Double Dribble 14/21} Final Zone Il (CD) Super B.Ball 2020 95/129 
Chubby Cherub 15/29| Robin Hood 22/34| Columns 16/39| Shining In Darkness | 10/25| Duck Tales 11/22| Galaga 90 Thrash Rally 95/129 
Cowboy Kid 17/30| Rockin' Kats 20/35| Crackdown 17/32| Slaughter Sport 20/39| Faceball 12/24| Impossamole 

Digger 19/35| Robo Cop 2 21/32| Crossfire 14/35| Sol Deace 23/46| Flash 12/22| It Came From Desert 25/40 Ly nx 

Dr. Mario 18/32| Rocketeer 17/29| Dark Castle 8/16| Space Invaders 91 — 25/39| Final Fantasy Leg. !| 16/28| JB Murder Club (CD) 25/41 

Dragon Fighter 20/35| Romance 3 Kings I! 32/49| DecapAttack 25/35| Speedball 2 26/39} Gauntlet II 15/25} King Of Casino 14/28] A.P.B. 

Dragon Warrior III 29/46| S.C.A.T. 16/27| Desert Strike 24/38| Spiderman 10/22| Godzilla 11/22| Last Alert (CD) 10/21| Awesome Golf 16/26 
Dusty Diamond 20/33| Shatter Hand 24/35| Dino Land 27/39| Star Control 15/35| Hatris 14/21| Mag Dino. Tour (CD) 8/17] Bill & Ted's Adven. 18/28 
Eliminator Boat Due! 18/31| Shooting Range (G) 15/29] Duel: Test Drive ll — 22/40| Starflight 8/19] Hwy Wt. Chp. Box 12/22| Military Madness 8/19| Crystal Mines II 17/27 
Empire Strikes Back 16/36| Side Pocket 17/30| Dynamite Duke 10/22| Storm Lord 11/24| Jeopardy 15/21| Monster Lair (CD) 10/19| Hard Drivin' 18/29 
F-15 Strike Eagle 25/37| Silk Worm 16/27| Earnest Evans 26/46| Streets Of Rage 15/32| Kid Icarus 15/26| Moto Roader 7/20| Klax 16/29 
Family Feud 22/36| Simpsons 2 17/34| El Viento 18/38| Street Smart 16/34| Klax 14/21| Nicklaus Turbo Golf — 9/22| Ninja Gaiden 14/29 
Faria 18/36| Smash TV 16/32| Exile 25/45| Strider 12/25| Kung Fu Master 14/21| Ninja Spirit 6/17} Qix 14/24 
Flight Of The Intruder 20/32| Snow Brothers 18/34| F22 Interceptor 20/39| Super Monaco GP  12/24| Loopz 16/24| Parasol Stars 22/39| Robotron 2084 14/28 
Flinstones 25/42| Space Shuttle 20/35| Fatal Rewind 12/24| Super Off Road 21/36| Malibu Beach V.Ball 12/21| Raiden 22/39| Scrapyard Dog 14/25 
Formula | Grand Prix 20/35| Star Trek 20/36| Fighting Masters 19/34| Sword Of Vermillion — 5/15| Marble Madness 12/24| R-Type 4/12| Stun Runner 16/27 
Frankenstein 15/30| Star Wars 25/39| Final Zone 13/27| Syd Of Valis 16/36| Megaman 2 Sherlock Holmes(CD) 14/29| Viking Child 

G. |. Joe 23/37| Super Jeopardy! 18/36| Fire Shark 10/25| Target Earth 6/17| Metroid Il Side Arms 5/1 

G.I. Joe II 22/36| Super Mario Brothers 37/32| Flicky 15/30| Task Force Harrier — 18/38| Mickey's Dang Chase 13/24| Silent Debuggers S V per 

Galaga 18/34) Super Spy Hunter 15/31} Gain Ground 22/39] Techno Cop 8/21| Monopoly 15/25| Sinistron 1 

Galaxy 5000 17/29| Tale Spin 20/36| Gaiares 29/43| Thunder Force II 4/11| Ninja Gaiden Shadow 14/24| Sonic Spike 11799 NTT ah - Jae [o 
GemFire 27/49| Tecmo Super Bow! 26/45] Galaxy Force II 22/34| Thunder Force III 17/29| Nobunaga's Ambition 11/20| Space Harrier 5/10 : 

Ghoul School 18/33| Teen Ninja Turtles Ill 26/40| Golden Axe II 16/36| Thunder Fox 24/33| North & South 16/26| Splatter House 8/19| Addamm's Family — 29/45 
Godzilla 13/26| Terminator 2 22/37| Growl 20/35| Toe Jam & Earl 22/37| Pac Man 15/22| Super Star Soldier ^ 4/13| Castlevania IV 28/46 
Godzilla 2 18/34| Times Of Lore 27/41| Heavy Nova 17/38| Toki 20/36| Prince Of Persia 10/21| Super Volleyball 8/19| EDF 25/41 
Golf Grand Slam 17/35| Tiny Toon Adventures 25/39| Hell Fire 19/29| Traysia 23/46| Punisher 10/21| Tail Spin 20/42| Final Fantasy II 23/47 
Gun Nac 18/29| Toki 18/36| Immortal 20/44| Trouble Shooter 18/33| Q Bert 11/22| Taking It To The Hoop 5/10| Gradius III 14/32 
Harlem Globetrotters 15/28| Tom & Jerry 27/39| Insector X 10/24| Twin Cobra 20/36| Side Pocket 11/21| Tiger Road 9/21| Joe & Mac = 20/42 
Heavy Shreddin 13/26| Touchdown Fever — 25/39| James Pond II 20/40| Two Crude Dudes ^ 18/35| Simpsons 14/20| Timeball 12/20| Leg. of Mystical Ninja 25/45 
High Speed 25/37| Trog 17/30| Jewel Master 15/31| Ultimate Qix 14/29| Sneaky Snake 13/21| Tricky Kick 7/14| Lemmings — 24/46 
Home Alone 22/36] Twin Cobra 21/37| Joe Montana 2 11/22] Valis Ii! 10/25| Snow Brothers 13/21| Turrican 15/30| Nolan Ryan's B.Ball 27/46 
Hudson Hawk 18/33] Ultima Il, Avatar 15/30| John Madden 92 24/43| Vapor Trail 27/44| Spot 12/22| TV Sports Basketball 9/19| Paperboy 2 14/29 
|Can Remember 16/28| Ultimate Stuntman 20/35] Ka Ge Ki 16/34| Wardner 13/29| Spud's Adventure — 14/24| TV Sports Hockey — 12/25| PGA Tour Golf 29/43 
|. Jones Last Crusade 18/36| Uncharted Waters — 29/49| Kid Chameleon 25/45| Warrior Of Rome —— 13/29| Square Deal 12/22| Valis Il (CD) 11/26| Pit Fighter 25/44 
Jeopardy Anniv. Ed. 17/34] Uninvited 22/35] Kings Bounty 10/24] Warsong 25/40] Star Trek 11/21] Valis IIl (CD) 15/30] RPM Racing 15/34 
Kickle Cubicle 20/32| US Golf 17/29| Klax 10/24| Where's Carmen SD 25/43] Super RC ProAm —  7/17| Veigus: Tactical Glad. 6/15| Super Adven. Island 30/45 
King of Kings 15/30| Vegas Dream (B)  29/42| Lakers vs Celtics 14/34| Wings Of Wor 20/37| Super Scrabble 12/19| Victory Run 2/8| Super Ghouls Ghosts 15/34 
Kiwi Kraze 12/20| Vice Project Doom — 20/34| Marble Madness 16/32] Winter Challenge — 16/37| Sword Of Hope 12/20| Vigilante Super Off Road 24/41 
Klax 16/29| Wally Bear 14/28| M. Lemieux Hockey 12/29] Wonder Boy 25/39| Tecmo Bowl 14/24| Ys Book! & I (CD)  12/28| Super Smash TV = 26/41 
Krion Conquest 16/29| Where's Carmen S.D. 25/39| Marvel Land 12/25| World Champ. Soccer 16/28| Teenage Turtles! — 14/26| Y's Book IIl (CD) 17/39| Super Tennis — 24/42 
Laser Invasion 19/34| Where's Waldo? 21/35| Master Of Monsters 32/47] Y's III 17/39| Terminator 2 12/22| Yo' Bro 10/24| Super WrestleMania 22/46 
Last Ninja 15/26| Wizards and Warriors 8/35| Mercs 15/30 Tiny Toon Adventure 13/21 True Golf Pebble Bch 29/44 
Lee Trivino Golf 17/28] Wolverine 16/29] Midnight Resistance 24/25 EMT TT TTE Turrican 12/21 PC Engine Games Xardion 25/47 
Leg. of the Diamond . 22/38] World Champ Boxing 15/32) Might & Magic 10/24 BEE aerate Ultra Golf 12/20 BYERS e Rc “————— 16/35 
L' Empereur 28/48] WWF Challenge 12/34] Moonwalker 7/15 BCR SM Who Framed Roger 15/24 MMe ORs mL We are receiving NEW 
Little Mermaid 22/38! Zombie Nation 12/28] Ms. Pacman 18/29 BCE EZ de THIS World Circuit Series 12/22 IB SELLERS ea uS ET Super NES games 
Lone Ranger 16/32 Every Day! 

Loopz 18/36 Call For Current Prices 
Magic Darts 19/35 a O r g r m Ask About Our 

MC Kids 20/39 Super FamiCom Games! 





TO ORDER - Before ordering call for current prices. Please include cost for game(s), plus postage and 
handling of $5.00 per shipment plus $1.00 per game if shipped to the continental US, $8.50 plus $1.00 per 
game to Alaska/Hawaii, $8.50 plus $1.00 per game to Canada, $15.00 plus $3.00 per game to other countries. 
We accept checks, money orders or credit cards (Visa, Mastercard, Discover, and American Express). Sorry 
No COD's. Sales Tax - California residents please include 8.2596. Your credit card is not charged until we 
ship your order. Personal checks with PO Box addresses will be held 2 weeks to clear. Most orders will be 
shipped within 24 hours by UPS 2nd Day Air, if merchandise is in stock and there is a street address. 
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| GET OUR NEWS LETTER PREE! 
Call or write for a FREE price list of 
all games and systems. Stop in at our ALL NOW 
retail store to try out games and | a3 l 6) ) 764-2442 
systems before you buy. "oibus 



























SALES POLICY - All used games are guaranteed 30 days from ship date. All defective games can only be 
exchanged for the same title game. No refunds, credits, or exchanges. We make no guarantee for product 
performance. Once your order is placed it cannot be changed without authorization. Please send your games 
via UPS or Insured Parcel Post. We are not responsible for the safe receipt of your games. A check will be 
sent to you within 48 hours after receiving and testing your games. Deductions wili be made for missing 

















I Walk-In customers or UPS Delivery 


















4 
— 


instructions, boxes, and slipcases. Please call us for information about the deductions. NOTE: Due to a 3 j 12104 Sherman Way, N. Hollywood, CA 91605 Send For 
month lead time to place this ad, supply and demand, the availability of these games and prices are subject News Letter: 
to change without notice. To guarantee a price call and get an authorization number. Without an authorization i Name E y 
number the price will be determined on the day we receive your order or games. Authorization numbers are Game Dude 

good for a week after you recieve them. We are not responsible for typographical errors. We reserve the right i Address .— .—— pas P.O. Box 8325VG 






to refuse any purchase or sale. Nintendo is a registered trademark of Nintendo Of America Inc., Genesis is 
a registered trademark of Sega Enterprises Inc., and Turbo Grafx-16 is a registered trademark of NEC, Lynx 
is a registered trademark of Atari Corp., Neo Geo is a registered trademark of SNK Home Entertainment Inc. 






Van Nuys, CA 91409 





City/State/Zip 
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space/time fabric due to the experimental 
nature of the transfer device, and that may 
relieve some of the frustration. 

The areas of each stage are interesting 
and well designed, with as much chal- 
lenge from the enemies as from the land- 
scapes themselves, and the game play 
flows well from stage to stage. 

The steadily increasing difficulty is 
spread evenly enough throughout the 
game so that it should keep players of all 
skills interested for some time. The differ- 
ent abilities of the two dinosaurs also con- 
tribute to its longevity, as Rex's offensive 
strengths are not as great, and therefore 
make the strategy much different when 
using him in the game. 

Again, other than the bothersome slow- 
down in a few areas, | found DinoCity well 
crafted and fun to play—and I’m not even 
a dino-freak. 

—B.W. 
IREM America 
8335 154th Ave. NE 
Redmond, WA 98052 
(206) 882-1093 
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l'm dictating this review into a tape 
recorder while | play SNK's latest Neo*Geo 
title, Andro Dunos. If l'm not mistaken, this 
is the first time in the history of VG&CE 
that a game review is being written while 
the reviewer is actually playing the 
game...you know, at the same time. Let's 
hope it gives you a good impression of the 
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game. With me is Andy... 

Andy: Hello. 

...and this is a shoot-'em-up for one or 
two players, so we're going to tackle it in 
two-player mode. Andy will be offering his 
comments as well. 

Okay, let's just jump right into the game 
here. It's a side-scrolling shooter in which 
the player controls a spaceship with four 
different types of weapons. Most of the 
enemies and backgrounds are metallic 
objects, but some of the later levels get 
into a more organic look. 

Andy: Hey, look at this. Did you see 
how the floor was rippling before that 
centipede burst out of there? 

Yeah, that was a pretty cool effect. | 
like those glowing green hallways in 
the alien base, too—where the enemy 
ships scale out of the background. 

(Frantic button pushing is heard as 
the players try to blast through the 
middle of the game.) 

Onlooker: Hey, is this Andro 
Dunos? Wow...what's the object of 
this game? 

Well, you fly around in these space- 
ships... 

Andy: ...and you die! 

Frequently. You try to grab these 
power-up items... 

Andy: ...and you can't use 'em, 
'cause you get killed right away! 

Onlooker: Wow...that looks pretty 
cool. Can lI try it when you guys are 
finished? 

Andy: Sure. It doesn't look like 
we're going to last much longer. 

The game handles pretty smoothly, 
although you never do get any really 
powerful weapons. 

Andy: Well, there's the "monster 
shot," which you can use by holding 
the A button down, but you can only 
do it a few times. You know, the two- 
player game seems much more chal- 
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OCP is sending in Rehab Officers to clear the 
streets of Old Detroit, making way for the 
construction of Delta City. When ROBOCOP 
sees helpless families forced out of their homes 
as the bulldozers move in, he joins the 
resistance movement to battle the Rehabs! 


Armed with a new multi-weapon arm 
attachment containing a large-bore cannon and 
a smart bomb, plus a gyropack for airborne 
assault capability, ROBOCOP faces a batallion 
of ED-209's, tanks, heavy artillery and a new 
adversary, OTOMO. The odds seem 
impossible, but remember—you're ROBOCOP! 


"v ZA 
ORION 


PICTURES CORPORATION i E ; Robocop™ 3 TM & © 1992 Orion Pictures 
] Corporation. All Rights Reserved. TM designates a 
Trademark of Orion Pictures Corporation. Game 
program © 1992 Ocean Software Limited. Ocean is a 
registered trademark of Ocean Software Limited 


|^ Ocean of America, Inc. 
| | 1855 O'Toole Ave. 
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lenging—there aren't enough power-ups 
for the two of us... 

...Which is a shame, because the later 
levels are pretty tough—some of them 
impossibly so. And there really aren't a lot 
of exciting enemies or backgrounds. 

Andy: Yeah, it seems as though the peo- 
ple who are designing Neo*Geo games 
think they can make a game better by 
putting more enemies on the screen. In 
reality, they are only making them more 
difficult. ` | 

Agreed. | think it's important to mention 
that the slowdown problems in SNK's other 
recent shoot-'em-up, Last Resort, are not 
present in Andro Dunos. There's no flicker, 
either—it's a pretty clean-looking game. 

Andy: But it's not as ambitious as Last 
Resort, even though the theme and some 
of the locations are similar. 

Yeah, most of the backgrounds have 
only two scrolling planes, and even some 
of the boss characters are kind of blah. 
Hey, is this the end boss we're shooting at 
here—this brain guy with the missiles? 

Andy: It should be...there are supposed 
to be only seven levels. Whoa! (sarcasti- 
cally) Oh, sure, that's fair! 
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(For five minutes straight, the room is 
filled with the clicking sounds of joystick 
buttons that are in dire need of some type 
of auto-fire switch.) 

Oh, it's not dead yet. Are those sup- 
posed to be bits of brain he's throwing at 
us, or are they raspberries? It looks like 
he's finally going down...yes! 

Andy: See ya! 

So what's your opinion? | thought it 
was okay, just a little too tough. 

Andy: Yeah, not bad, but not very 
imaginative. If you're going to release R- 
Type clones, one after another, you really 
should try to do something different with 
the idea. 

Hey, is this the ending? No big cartoon, 
just a bunch of Japanese names scrolling 
up the screen? I'm disappointed—l think 
we deserve some kind of reward for all 
that hard work. 

Onlooker: Hey, look what it 
says— "Please try the next stage!" 

Hmmm.... It looks like we get to play 
through the game again at a higher diffi- 
culty level. You wanna keep going? 

Andy: No thanks. My arm is about to 
fall off! 

—C.B. 
SNK Home Entertainment Inc. 
20603 Earl St. 
Torrance, CA 90503 
(310) 371-8555 


Side Pocket 


DATA EAST 
For the Sega Genesis ($49.95) 





For my money, one of the great myster- 
ies of the video-game business is why 
there should be 57 golf and baseball and 
football simulations—a// of which play 
exactly the same—and only one 16-bit bil- 
liards title, the sole representative of the 
one sports category that could benefit 
from a little competition. After all, proba- 
bly as many people have played pool at 
one time or another as have suffered 
through Little League, and, believe me, 
pool is a lot more fun (as well as being 
one of the few sports that can be practiced 
alone, without the risk of humiliation). 

As you may already have guessed, I’m 
a big billiards fan, which | suppose can be 
attributed to the fact that | grew up with a 
full-sized table in my house. (I once had a 
run of 25 straight, including break; the 
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Warning; Once you start head-to-head, day-and- ms high speed 
2-player simultaneous racing with Kemcos brake- 
squealing, nitro-blasting Top Gear for your Super 
NES; its almost impossible to stop. MEMC O 


Coming Soon: Look for GHOST LION, Kemco's new RPG for beginners. SPY vs SPY: Operation ES 
Booby Trap, the mad mad world for Game Boy. And KA-BLOOEY, the mind-blowing puzzle game. 





Nintendo" Super NES" Game Boy* and the official seals are registered trademarks of Nintendo of America. Inc © 1992 Nintendo of America Inc Top Gear developed by 
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high point of a relatively dull childhood.) 
What | find so appealing about the game 
is its mathematical rigor—if your aim is off 
by one millimeter, if you miscalculate the 
angle off the cushion by even a tenth of a 
degree, you can forget that three-six com- 
bination into the corner pocket. 

Which, I'm afraid, is precisely the rea- 
son | find Side Pocket so disappointing. 
You see, the folks at Data East unaccount- 
ably decided to retain the same clunky, fol- 
low-the-dotted line aiming system as the 
original 8-bit NES game, meaning there 
are only about five or six places you can 
hit any given ball—compared to the 
dozens (perhaps hundreds) in real-life 
pool. This dotted-line monstrosity actually 
makes it possible to re-create an entire 
game from scratch—just aim the ball the 
exact same way, use the exact same 
english and pay close attention to the 
power meter, and you can duplicate a rack 
from beginning to end. Now | know video 
games aren't expected to re-create the 
world in every detail, but this is a physical 
impossibility. Haven't the programmers 
ever studied quantum physics? 

But take heart, prospective hustlers— 
the news isn't all bad. Side Pocket's graph- 
ics and sound effects are top-notch; the 
clank of colliding balls is utterly convinc- 
ing, as is the rhythmic flicker of their little 
white number-dots as they roll down 
the table. | like the scoring system, 
which rewards points for sinking balls 
in succession or numerical order; | 
don't like the "power-up" features, 
such as balls with reduced friction and 
flashing pockets. (The message this 
sends, intended or not, is that pool is 
so intrinsically boring that it needs to 
be snazzed up for the game-playing 
public.) The music is strictly white- 
bread jazz, but it's basically harmless; 
and the less said about the trick-shot 
option the better: | would gladly 
forego three-cushion massé shots 
between beer bottles for the ability to 
aim the ball with more precision. 
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Side Pocket's 
graphics and 
sound effects are 
top-notch, 
though it is 
strictly a 16-bit 
conversion of an 
8-bit game. 
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What the sport of billiards 
really deserves—and | suspect 
the Super NES could handle 
this a lot better than the Gene- 
sis—is a scaling, rotating, first- 
person-perspective video 
game that gives players the 
feeling of actually walking 
around the table and sinking 
balls in quick succession. It's 
already been done in Holly- 
wood—The Color of Money, 
thanks to director Martin Scors- 
ese, is one of the 
most dynamic pool 
movies ever made. 
But hey, don't blame 
Data East—if nobody 
puts any competitive 
pressure on them, 
why shouldn't they 
be content to pro- 
duce a minimal, 16- 
bit conversion of 
their five-year-old 
NES game? 

—B.S. 
Data East USA Inc. 
1850 Little Orchard St. 
San Jose, CA 95125 
(408) 286-7080 
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Introducing Tetris” Classic. Super Tetris?" Wordtris?" 
Great new VGA graphics. The super sequel to best-selling If you thought Tetris was fun, look 
Great new features. Tetris. Super challenging. Super what we did to Wordtris. This time 
(reat music and sound. addictive. Because it comes with a the falling pieces are letter blocks. 

It's everything Tetris is—and blockbusting twist-bomb pieces Instead of forming lines, you form 
more! A slew of new challenging that help vou blast vour wav down words. The challenge builds as the 
options, including head-to-head to the bottom of the pit and discover | levels go higher and the blocks fall 
play, competitive or cooperative treasures. Super Tetris. Just when faster and faster. It’s Tetris made letter 
modes and a frenzied dual-pit play you thought you'd broken the habit. perfect. You have our word on it. 
field. VGA graphics Bye the game Available for IBM DOS, Windows and Mac/Macll. Available for IBM and Mac/Macll. 


a hot new look. 
And the music 
and sound effects 
are worthy of a 
5-star Hollywood 
production. It 
isn't easy to 
improve a classic. 
But we just did. 
Tetris Classic available for IBM DOS and Windows. 


T.H E T.E.T-R- M8 S TPSEU-P LE 
A Division of Sphere, Inc. 2490 Mariner Square Loop, Suite 100, Alameda, CA 94501 
For Visa/MasterCard orders call 24 hours a day, 7 days a week: 
-800-695 : (Orders Only) 
For technical questions call: 1-510-522-1164 (M-F: 9am-5pm PST) 


Super Tetris, Tetris Classic and Wordtris are trademarks and Tetris is a registered trademark of V/O 
Electronorgtechnica. Spectrum HoloByte is a registered trademark of Sphere, Inc. 
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Do the other kids laugh at you for play- 
ing video games? Are you tired of being a 
wimp, wasting your hours in front of the 
TV with such nerds as Mario, Link and 
Simon? Well, fret no more. With LJN's 
WWF Wrestlemania Steel Cage Challenge, 
you can shed that pencil-neck-geek image 
and become Hulk Hogan, Rowdy Roddy 
Piper, Macho Man Randy Savage or any of 
ten WWF superstars. 

WWFWSCC gives you literally doz- 
ens of ways to mash the competition 
to a pulp. You can play one-on-one and 
tag-team matches against the computer or 
with another player—either ganging up, 
tag-team style, against the computer or 
against each other. There are three skill 
levels and a choice of a standard ring or a 
steel cage, where the rules change 
slightly. You'll be hard put to find a more 
flexible wrestling game. 

The ten WWF stars, shown in small dig- 
itized portraits, have different abilities. 
Some have clear weight advantages, but 
others are stronger or are skilled at vari- 
ous moves. The Hulkster is probably the 
best all-around competitor. Wrestlers can 
even climb out of the ring and do battle on 
the floor of the arena. 

There are roughly 16 offensive moves, 
from the standard kicks, punches, stomps 
and slams, to more advanced techniques 
such as clotheslines, shoulder butts and 
aerial maneuvers. | found that it was safer 
and more effective to stick to the stan- 
dards—which are less interesting but faster 
to execute—than the “TWH UL K 
complicated setup £ ROGAN 
moves that require BISMEE 
rebounding off the Baa at 
ropes or climbing the 
turnbuckles. Some 
simple moves were 
tough to perform, 
due to what appears 
to be sluggish or 
mushy game re- 
sponse. For instance, 
hitting the B button 
and pressing down 
with the pad or stick 
lets you pin a 
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Cage Challenge gives players 


dozens of ways to mash the 
competition. 
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downed opponent (which must be held for 
three loooong seconds). The actions must 
be absolutely simultaneous or the move 
won't work; you'll end up trying a move two 
or three times before the 
game recognizes it. 

The basic strategy is to get 
the advantage in a clinch, do 
a lot of punching and kicking 
to tire him out (which will 
make him stay flat on the 
mat longer once you down 
him), slam him to the mat, 
then quickly climb the near- 
est turnbuckle and pounce. 
Using this strategy allowed 
me to win the WWF World 
Championship fairly quickly. 

Now, don't be confused; 
this isn't real WWF wrest- 
ling. If it was, you'd be able 
to select the outcome of the 
match before it starts. 
(Oooh, I'm in trouble now!) 
No, this is a game of skill. 
All moves must be very 
carefully aimed or you'll 
miss and possibly end up 
flat on your back. An energy 
level displays how much 
stamina you've got left; the 
manual fails to explain why, 
just when you're about to 
finish off an opponent, his 
energy level suddenly be- 
comes full again. 

The figures of the wrest- 
lers are small, and you have 
to rely on the differences in 
color between opponents in 
order to tell them apart. 
When they're in a clinch, it's 
often hard to tell who has 
the advantage. But the 
moves look pretty good, 
particularly the flying leaps. 
Sound effects are good; 
each wrestler has his own authentic musi- 
cal theme, and there are plenty of digitized 
grunts, ref calls and crowd sounds. 

WWFWSCC is a must for WWF fans; 
there's nothing quite like having Mean 
Gene present you as a winner to the cheers 
of the crowd. For others, it's a decent 
enough wrestling game, marred only by 
some small control problems. You'll also 
want to be sure to have a second player, 
because the computer opponents aren't all 
that smart— another touch of authenticity. 

—Josh Mandel 
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Licensed by 
Sega Enterprises Ltd. for play on the Sega™ Genesis™ System. 
SEGA" and GENESIS" are trademarks of Sega Enterprises Ltd. Lemmings™ is a trademark of PSYGNOSIS LIMITED. © 1992 PSYGNOSIS LIMITED. © 1992 Sun Corporation of America. 
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Ridiculing Ka-Blooey is almost too irre- 
sistible: “Ka-Blooey is a bomb!” and so 
on. Cynics are going to have to back off, 
though. Ka-Blooey is a sleeper surprise. 
It's not only one of the few puzzle titles 
available for the SNES, it's also a real 
gaming treat. 

The object is to set off all the bombs on 
a level, without engulfing your character in 
the explosions. For lack of a provided name 
in the instructions, this character is "Mr. 
Eggplant Head." Monsieur Head walks on 
the tiled floors of the puzzle levels, detonat- 
ing bombs, moving them to better loca- 
tions or doing whatever is nec- 
essary to bring about a 
successful "big bang." 

The principle behind Ka- 
Blooey is simple, even if its 
execution isn't. It's the old 
"better mousetrap" theory, 
where one mechanical occur- 
rence results in a series of 
consequences that should 
eventually lead to a desired 
result. The result in Ka-Blooey 
is the complete explosion of 
all bombs on a level. 

Bombs on a tile come in 
one of three types. A bomb 
that is set off will detonate 
another that is right next to it. 
Depending on the bomb's size, 
it could set off one that's fur- 
ther away. The larger a bomb's 
size, the greater its explosive 
range will be. 

Bombs destroy the tiles 
that they are on and most 
around their vicinity. Again, 
bigger bombs are more 
destructive. This is why it's 
crucial that Mr. Egg- 
plant. Head not be 
standing on a tile that 
is certain to go up in 
smoke—and it is 
largely the challenge 
of Ka-Blooey. 

Like the bombs, tiles 
come in a variety of 
types. Tiles riveted with 
screws are impervious 
to explosions, while 
those that appear 
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Kemco's Ka-Blooey has 130 
levels of logic-minded puzzles 
for the player to solve. 
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cracked will crumble away after you step off 
of them. Iced tiles, as expected, will cause 
your character to slip to the next tile, and 
bombs on slotted tiles can be relocated to 
an adjoining slotted tile. 

Other features include temples that 
block a bomb's exploding range, a telepor- 
tation tile, switches that, when activated, 
make other tiles appear and robots for Mr. 
Head to use in operations that often have 
kamikaze results. Land mines, 
spinning tiles, remote-con- 
trolled bombs and giant spores 
that nosh on eggplants add to 
the game's overall equation. 

Think of the puzzles as sim- 
plified computer circuits, and 
the bombs as the path for the 
electricity that runs through it. 
All other elements in the game 
serve as components on the 
board. With this in mind, you'll 
have a pretty good idea what 
Ka-Blooey is. 

On specific details, the sound is good 
yet pointlessly overproduced (especially 
the sexy female voice announcing "Player 
1...get ready!" ). But Ka-Blooey has 
enough logic-minded puzzle smarts (130 
levels of it) to outshine even this one little 
brain-drainer aspect. 

—Howard H. Wen 
Kemco 
8415 154th Ave. NE 
Redmond, WA 98052 
(206) 869-8000 
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For the two readers who haven't seen 

the 1984 sci-fi movie upon which this game 

is based, here’s the story. A cyborg termi- 
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Allnew graphics and animation so awesome 
you'll feel like you're at the ballpark! 


= Every stadium is unique, with different fence 
abalicaLEro distances, colors and indoor or outdoor fields. 
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_ > All 26 Pro Teams, each 
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'83 to 91! 
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RBI” 4. The best just keeps getting better. 

Buy your TENGEN games at Toys “R” Us, Kay-Bee Toys, Target, 

Babbages, Electronics Boutique, Software Etc. and other fine x - 

retailers. Or call T- 800 - 2-TEN GEN to order. VIDEO GAMES — 
LEADING THE WAY IN 16-BIT GAME TECHNOLOGY Put yourself into a game-winning, heart- 

RBI: TM Atari Games; licensed 1, Inc 91,1990 Tengen, inc “ 

Sega and Genes sare trademarks v d Sea Ete ses io UL | 675 Sycamore Drive, Milpitas, CA 95035 e 408/473-9400 pounding GAME BREAKERS” situation. 
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THE HEROES IN STREET FIGHTING GOT TOGETHER IN THE 
GAME BOY’. 


THERE ARE 7 DIFFERENT CONTACT SPORTS TO 
CHOOSE FROM IN THIS GAME PACK, INCLUDING 
KUNG-FU, WRESTLING, AND BOXING. CHOOSE YOUR 
FAVORITE SPORT AND PLAY FOR THE WORLD CHAM- 
PIONSHIP! BY USING THE GAME LINK FEATURE, YOU 
CAN ENJOY A VS TOURNAMENT WITH YOUR 
FRIENDS. FIERCE FIGHTS FOR THE TITLE OF THE 
STRONGEST IN THE WORLD BEGIN NOW! 


LOTS OF HEROIC ACTION! 
BESIDES A FIGHTING SIMULATOR MODE, THERE IS A 
SCROLL ACTION GAME, TOO. OUR SUPERHERO RICK, 
AN, FIGHTS AGAINST A MYSTERIOUS ENEMY, THE DARK 
E UIN GS si: DRAGON. FIGHT THROUGH THE NUMEROUS FORMI- 


in WARRI ^ | DABLE ENEMIES AND TRAPS AND GET THE LEGEND- 
lt X «c ARY TREASURE BACK FROM EVIL'S HAND. 
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ACTION MODE, ONE PLAYER 
MODE, TWO PLAYER MODE 
# OF GAME PLAYERS UP TO TWO PEOPLE 
OPERATION LEVELS STANDARD, MASTER 
COMPUTER LEVELS BEGINNER, MEDIUM, EXPERT 
AVAILABLE SPORTS KUNG-FU, KARATE, KICK BOXING, 
MARTIAL ARTS, BOXING, WRES- 
TLING, DOUBLE SWORDMANSHIP 
7 DIFFERENT CHARACTERS TO 
CHOOSE FROM 
AS MANY AS 76 DIFFERENT 
SKILLS IN ALL 
CHOOSING THE SKILLS---- YOU CAN CHOOSE THE SKILLS 
YOU WANT TO USE. 
YOU CAN CHOOSE EITHER A SINGLE MATCH OR 
THREE MATCH GAMES. 
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ENJOY THEM 

BOTH IN THIS ames 5.30 epee — 
ULTIMATE 1-8 PLAYERS CAN COMPETE YOU CAN LET THE COMPUTER PLAY THE GAME TOO 
BASEBALL 1, 3, 5 AND 9 INNINGS TO CHOOSE FROM 


GAME 
DURING THE SEASON, Kuri RANKINGS. NUMBERS 
OF GAMES. AND SCHEDULE CAN BE SEEN AT ANY TIE 
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EDIT YOUR ORIGINAL TEAM AND LET THE COMPUTER PLAY 
THE MANAGER CAN SEND SIGNALS TO THE PLAYERS 
YOU CAN VIEW THE QUICK AUTO GAME RESULT 
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YOU CAN CHOOSE THE COLOR OF THE UNIFORMS AND T-SHIRTS, 
YOU CAN SET THE AMOUNT OF ULTRA POINTS BEFORE PLAY 
THERE IS OPTION OF ON-SCREEN DISPLAY OF WHICH ULTRA PLAYS YOU CAN USE 


39 DIFFERENT ULTRA PLAY ABILITIES. 
THERE IS AM OPTION OF WHETHER OR NOT TO HAVE ERRORS DURING PLAYS 
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IT'S THE SUPER NES™ VERSION OF 
"BASEBALL SIMULATOR 1,000™” E 
WHICH WAS AWARDED "BEST NES" A | eae Pd UK ors 
SPORT GAME OF THE YEAR" FROM PERS —— n uS 
GAME PLAYERS"" MAGAZINE IN 1990. 
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continued from page 58 


nator is sent into the past to 
kill Sarah Connor, whose 
son is the leader of a future 
war between humans and 
renegade machines. The 
humans of the future send 
back Kyle Reese to protect 
Sarah from the cyborg. A 
simple premise and a 
knockout movie. Unfortu- 
nately, this four-level run- 
and-shoot game doesn't 
live up to the excitement of 
the film. 

The first level takes place 
in the year 2029. Your goal 
is to find and destroy the 


Skynet computer that con- | 


trols the machines, then 
enter Skynet's "time-dis- 
placement chamber" to zap 
yourself into the past. You'll 
get to fight terminators (that 
look nothing like Arnold) 
and shoot down hunter- 
killer planes along the way. 
In the second level, 
you're in 1984. Armed with 
a shotgun, you have to find 
Sarah Connor in the seedy 
Tech Noir nightclub. Your 
enemies here are street 
thugs and police officers. 
(The politically correct pro- 
grammers designed the 
game so that policemen 
aren't killed when you 
shoot them, merely stun- 
ned for a few seconds.) 
Level 3 has you scam- 
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"n gun. (Wouldn't the police have relieved 

"i" Kyle of his shotgun before throwing him 
into his cell? Just a thought.) Your goal is 
to run through the police station and find 
Sarah before the terminator does. 

The fourth and final level is set in à 
warehouse. You have to blow the termina- 
& tors legs off and lure him underneath a 
steel press to destroy him and win the 
game. (Even though Kyle's alive and well at 
the end of the level, the final reward screen 
says that he died, as he did in the movie.) 

The major problem with The Terminator 
is that it'S simply too easy. | beat the game 
less than two hours after starting to play. 
Increasing the difficulty setting doesn't 
make enough of a difference (a few items 
change locations on the first level and a few 
more enemies appear in the first three lev- 
els). The lack of challenge is even more of a 
problem when you consider how short the 
four levels are. The game can be played, 
from start to finish, in roughly ten minutes. 

The Terminator's graphics are well 
done, particularly the narrative screens 
that appear in between each level. These 
screens were digitized from the movie and 

then graphically retouched. 
0030500 ' The sound effects are also nice, 
WA although the sound sample of 
Arnold saying "I'll be back" is 
somewhat distorted. Of course, 
the tasty audiovisuals don't 
make up for the lack of game 
play or challenge. 

Listen to me now and 
believe me later: The Termina- 
tor is way too easy and way 
too short. It’s probably worth 
renting for a day and checking 
it out for yourself. 
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pering through a police sta- —Z.M. 
tion where you and Sarah Virgin Games 
have been taken. You start 18061 Fitch Ave. 
in front of your jail cell, still Irvine, CA 92714 
equipped with your shot- (714) 833-8717 
. The 
Terminators 
graphics are Adventure Island Ill 
GOT TO FIND OUT WHERE Babee HUDSON SOFT 
CONNOR LIVES! peu For the Nintendo Entertainment 
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Master Higgins, hero of the Adventure 
Island series, is not only fickle, but boy, 
the guy sure doesn’t know a thing about 
hanging onto girlfriends. Every game sees 
him with a new main squeeze, and every 
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game sees her spirited 
away to some horribly 
remote location guard- 
ed by hundreds of ven- 
omous creatures. So he 
goes in search of his 
latest girlfriend, leaping 
and ducking and swim- 
ming and throwing 
things. He'll die a thou- 
sand deaths and battle 
handfuls of bosses. 
Maybe Master Higgins 
should take a vow of celibacy and find a 
less stressful hobby...like maybe bungee 
jumping. 

Adventure Island lll fits the dictionary 
definition of the phrase, "more of the 
same." Oh, there are some very incidental 
differences, such as the fact that the girl- 
friend (Jeannie Jungle) has been kid- 
napped by aliens, not by the usual Evil 
Witch Doctor. But, as in Adventure Island 
Il, there are eight islands to traverse in 
your quest to find Jeannie, and the play 
action is virtually identical. 

As you travel, you'll find 
eggs—some hidden, most 
not—that contain skateboards, 
boomerangs, axes, time-stop- 
pers, temporary invincibility, 
keys to bonus levels and 
dinosaurs. The dinosaurs will 
carry you, and usually provide 
you with greater firepower than 
either the axes or boomerangs. 
They'll also do you the favor of 
absorbing a hit from an enemy, 
because you ain't exactly § 
Tarzan—if you're walking 
around without a dinosaur, one 
hit and you're history. Other 
treasures are hidden in unlikely 
places, so you need to use your 
weapon all through each sub- 
level to find everything. A few 
"bad eggs" contain potentially 
deadly dangers. Dinos and the 
other goodies can be salted 
away on a storage screen and 
used on subsequent levels. 

There are eight islands (and 
nine bosses), but each island is 
made up of a half-dozen sub- 
levels, and nearly each level 
has at least one hidden bonus 
screen—and the bonus screens 
are really difficult! The sub- 
levels are short, yet all but the most skilled 
arcade players are bound to be left weep- 
ing and ragged by the relentless game 
play. It's not so much the quantity of ene- 
mies, but the tricky arrangement of obsta- 
cles, enemies and terrain that gives 
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Master Higgins is back, in 
Hudson Soft's Adventure Island 
lik—not as elaborate or fancy as 
a Super Mario Bros. game, but 
just as much fun. 
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Adventure Island lll its high 
level of challenge. As with 
any good platform game, 
its not how fast you can 
fire your weapon, it's know- 
ing the precise moment to 
fire, and when to jump or 
EN duck. Sometimes you'll 
even want to avoid items 
that, on the face of it, seem 
to be helpful. 

There's no way to select 
the level at which you start, 
but there is a sort of con- 
P! tinue feature that lets you restart the 
game with all of the dinosaurs, crys- 
tals and weapons you have in storage. 
It will not allow you to start from the 
level you last played. Fortunately, 
once you've conquered a sublevel, 
replaying it becomes fairly quick and 
painless. 

The graphics of Adventure Island 
Ill are, as with the play, nearly identi- 
cal to those of Adventure Island ll. 
Which is to say they are serviceable 
and smoothly animated, but very low 
on detail. The same can be said of the 
music and sound effects, 
which are perfectly decent 
| but not noteworthy. 

It's not often that | enjoy a 
game enough to get truly 
frustrated...y'know, all that 
wonderful hair-pulling, pum- 
| meling on the joystick and 
yelling at anyone who even 
looks like he might step in 
front of the TV. Adventure 
Island Ill is such a game—not 
as elaborate or fancy as a 
Mario Bros. game, but just as 
much fun. Next time, though, 
l'd like to see a bit of original- 
ity...like having the girlfriend 
track down a kidnapped Master Higgins. 

—J.M. 
Hudson Soft USA 
400 Oyster Point Blvd., Suite 515 
South San Francisco, CA 94080 
(415) 871-8895 
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TTI 
For the TurboGrafx-CD ($49.99) 
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Anyone who played Milton Bradley's 
Don't Break the Ice game while they were 
growing up should be able to grasp the 
object of Splash Lake fairly quickly. In that 
classic board game, players took turns 
tapping a hammer on a grid of white plas- 
tic blocks to try to knock them out of place 
without bringing on the collapse of the 
entire playfield. 

TTI's newest CD-ROM title is a playful 
variation on that idea. As Ozzie the ostrich, 
you must peck at the blocks that float 
upon the lake and try to cause the 
collapse of the playfield—or at least 
the parts that you aren't currently 
standing on. Pursued by all sorts of 
loony enemies, threatened by a strict 
time limit and armed with nothing 
more than a sharp beak and the abil- 
ity to jump over creatures, Ozzie cer- 
tainly has his work cut out for him. If 
you own a TurboTap and a spare con- 
troller, you can get help from another 
ostrich in a two-player cooperative 
contest. 

After every ten levels, there's a new 
episode in a series of brief 
animated  intermissions 
called "Ostrich Theater." 
Many of the game's op- 
tions—from the color of the 
ostriches to the pattern on 
the blocks—can be changed, 
and the built-in battery 
backup of the TurboGrafx-CD 
saves your game automati- 
cally each time you play. 

Splash Lake's colorful 
graphics are definitely 
deceiving. Certain, levels are 
so simply designed that it’s 
hard to believe they'd give 
you any trouble—yet, some- 
where around Stages 3-10, 
things start to get really 
challenging. There aren't 
any real puzzles in the 
game, but the patterns of 
the different enemies con- 
stantly force you to come 
up with new strategies at 
the drop of a hat. 

Much more than anything 
else, | really am surprised 
that the vast storage capac- 
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TTI's newest CD-ROM title, 
Splash Lake, has engaging game 
play and innocent charm. 
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ity of the CD-ROM was not used to supply 
the game with more than 60 levels. Boy, 
with all of that space, you'd think that the 
designers would have dreamed up a few 
hundred screen designs—or at least 
included a "construction set" that would 
allow the player to design 
and play his or her own 
levels. To put it more 
bluntly, Splash Lake looks 
and plays like a HuCard. 
Was the full CD-ROM treat- 
ment really necessary? 

To put all of these con- 
fusing issues aside, let's 
just say that the virtually 
percussion-free Danny Elf- 
man-inspired CD back- 
ground music is a nice 
"extra" that makes Splash 
Lake a hair better than it 
would have been on a HuCard. 
If nothing else, it's important to 
note that being released as a 
CD-ROM seems to have had lit- 
tle or no adverse effect on the 
game's suggested retail price. 

If VG&CE handed out awards 
for the best one-screen-at-a- 
time-cute-puzzle-game-with- 
goggle-eyed-characters-run- 
ning-around-on-blocks- 
surrounded-by-water...well, 
that'd be Irem’s Kickle Cubicle, 
an underrated NES game that 
has also appeared on the PC 
Engine. But Splash Lake would 
definitely rate a close second, 
and its engaging game play and 
innocent charm make it a win- 
ner in my book. 

—C.B. 
Turbo Technologies Inc. 
6701 Center Drive West, 
Suite 500 
Los Angeles, CA 90045 
(310) 641-4622 
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King of the Monsters 2: 
The Next Thing 


SNK 
For the Neo*Geo ($199) 
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In 1996, the mon- 
sters appeared. They 
battled each other for 
three years and 
unleashed devasta- 
tion over the Earth. 
Only three survived. 
Now, in 1999, a new, 
unexpected, powerful & 
alien force has B 
appeared to oppose 
the old monsters. 
These new alien mon- 
sters threaten to take 
over the planet and 
impose their~rule. 
That’s the story line 
behind SNK’s King of the Monsters 2: The 
Next Thing. 

King of the Monsters 2 has three differ- 
ent types of games available: one-player, 
two-player cooperative and two-player 
competitive play. 

There are three monsters to choose 
from (Super Geon, Atomic Guy and Cyber 
Woo) that are buffed-up super versions of 
- previous monsters. Unfortunately, these 
are the only three available in the entire 
game, and you can't even choose from any 
of the seven new alien monsters. It might 
not have been a good feature in the one- 
player or two-player cooperative games, 
but it would have been a neat feature in 
the head-to-head game 
(e.g., Aqua Slug vs. 
Clawhead or Eifflelyte 
vs. Super Geon). 

Each monster has 
his own special advan- 
tage. Atomic Guy has | 
a speed advantage, 
Super Geon has the 
power advantage and 
Cyber Woo has the 
attacking advantage. 
Unlike the first game, 
power-ups are pretty 
abundant; taking out a 
building or mountain- T 
side might reveal one. Besides power-ups, 
there is also a power-down, which, when 
collected, will cancel all previously col- 
lected ups. Also, in addition to having the 
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If you are looking for some 
good two-player fun, check out 
SNK's King of the Monsters 2. 





; ability to grab a plane, tank or other mov- 


ing vehicle, you can take hold of a build- 
ing, rip it out of its foundation and toss it 
at your opponent. 

There are a total of seven different bat- 


: tles, with bonus rounds available between 
| some of the battles. Each takes place in a 


different location around the planet, as 
opposed to the first game, where they all 


ME occurred in Japanese cities. Only two of 


the battles are located in cities this time; 
the others are set in exotic locations, like 
the Grand Canyon or the Egyptian desert. 

One of the major improvements King 
of the Monsters 2 has over its predecessor 
is that the game designers have enlarged 
the size of the charac- 
ters and background 
significantly. The play- 
field, too, has been 
enlarged. No longer 
are you confined to a 
predefined ring roped 
off by an electric force 
field that bounces you 
away. As long as all of 
the monsters are in an 
area of the playfield 
together, you are free 
| to move about. 

King of the Mon- 
sters 2's character con- 
trol mechanism could 
also have been a little more refined. 
Throughout the entire game there is a def- 
inite sense that you don't have complete 
control over your monster's movements. 
We tested this by placing two monsters 
near each other in the two-player head-to- 
head mode. Sure enough, they automati- 


M cally latched onto each other without one 


button being pressed. 

King of the Monsters 2 is an extremely 
fun game to play, especially if you play 
head-to-head against someone. | had the 
most fun just tra shing and tossing build- 
ings and other items. So when can we 
expect to see King of the Monsters 3? 

—Mike Davila 
SNK 
20603 Earl St. 
Torrance, CA 90503 
(310) 371-8555 
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Bart vs. The Space Mutants Desert Strike 
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NHL Hockey Super Bases Loaded Act Raiser Madden 92 Barbie NBA All-Star Challenge 2 
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Carmen SanDiego? 
©1992 Sears, Roebuck and Co. Fun Tronics in most larger Sears stores. e 
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Overnight, it seems, there's 





a place for video games like no other. Its called FunTronics, 
the new game department at Sears. 


FunTronics is designed to have all the games youre 





looking for in stock. Incredible 16-bit games. By the dozens. 





a . Ithas both Sega Genesis and Super Nintendo Entertain- 


Street Fighter Il 





ment Systems. Along with Game Boy, Game Gear and every 


accessory you could imagine. 





Not to mention the game stations where youre invited to 


get the feel of the hottest games available. 





Mystical Ninj j 
Me So come to FunTronics. The one place you can figure on 


having exactly what youre looking for. 


Save $10 on Super Off Roador 43574 
Bart vs. The Space Mutants : 


Limit one coupon per customer and per purchase. Coupon not transferable, and may not | 
be used with other coupons. May not be used as payment on SearsCharge or Discover 

| Card account. Retail purchases only Void where prohibited. Cash value 1/20cent.Good l 

| through September 30, 1992. Salesperson instructions: use bar code to enter coupon. — | 
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if you bomb out the wall 


to the left of the cave, 
you'll discover a cave 
containing the Ice Rod, 
another powerful 
weapon. 





As always, find the map 
and the compass. 





After exploring the first 
part of Desert Palace, 
you'll take a jaunt out- 
side and... 





When you run out c 
arrows and ma 


W 


town, go see the sick 


girl. She'll loan you the 
bug net. Use it to catch 


bees and fairies, and 


store them in your jars. 





In this strange room, 


you must push the prop- 


er block to open the 
door, all the while 
avoiding the shots of 
the room's guardian. 





...ond up by this 
entrance, where you'll 
use the Power Glove to 
get the rocks out of 
your way. 






excitin gran »ntures in 





outside exploring, give 


this witch a mushroom, 
and... 














When you get the door 
open, these fairies will 
give you some badly 
needed healing. 





There seems to be noth- 
ing special about this 
room, until you use your 
lamp to light the four 
fire pots found in the 
left part of the room. 





illing the dual 

role of journalists 

and exhibitors, 
the VG&CE staff de- 
scended on the 1992 
Summer Consumer Elec- 
tronics Show (SCES) 
held in Chicago, May 28- 
31. Adding excitement to 
this already hectic late- 
spring ritual was the fact 
that, for the first time, 
the public would be al- 
lowed to attend the last two days. Most exhibitors had a large 
assortment of worries about how the 98,720 consumers 
would react, especially since CES organizers made minimal 
attempts in their advertising blitz to inform consumers of the 
convention's No. 1 rule: Exhibitors were there only to dis- 
play their products and to meet with one another; absolutely 
nothing could be purchased on the convention floor. 

For VG&CE staffers, the public attendance was a mixed 
blessing. The four-day-long convention is generally the 
only time that editors can meet ; 
face-to-face with the more than YA 
100 game manufacturers and pre- 
view their upcoming releases. 
Having thousands of extra indi- 
viduals crowding the floor and 
display booths made keeping our 
full schedule twice as difficult. On 
the other hand, it was a great 
chance to meet the readers and 
explain in person the upcoming 
new staff changes and editorial 
improvements in VG&CE. 

Among software man- 
ufacturers, opinions 
about having the public 
attend were directly re- 
lated to 
completion the finished 
games were. Some, such 
as Atlus with essentially 
finished products, like 
Wacky Races, would have 
liked potential buyers to 


how close to 
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have a chance to play their 
games, and they felt con- 
fined behind Nintendo's 
portable walls and Ar- 
mageddon security. Simi- 
larly, people playing 
Kaneco's Chester Cheetah 
might mistakenly believe 
that what they were play- 
ing was exactly what 
would be for sale at Christ- 
mas, and they might walk 
away with an unfairly neg- 
ative opinion of the game. Many manufacturers who could 
not hide away like the Nintendo licensees, simply removed 
the controllers—allowing the public to watch the demos, 
but not to try out the unfinished games. 


NINTENDO LEADS WAR ON CROWDS & PRICES 


Nintendo must have realized that closing off so much of 
the exhibit to the public was poor public relations, so they 
constructed by far the most costly exhibit in all of Mc- 
| Cormick North. Nintendo built 
several banks of SNESes, allowing 
the consumers to play the best 
SNES games programmed by Nin- 
tendo and their licensees. How- 
ever, owners of the NES looking 
for continued support from Nin- 
tendo certainly didn't find it. The 
available displays were over- 
whelmingly SNES games, and 
Nintendo's contribution to the 
price war was the announcement 
of a special packaging of the 
SNES, with one controller and no 
software for $99.95, the current 
price of the NES Action set. 

By far the most impressive 
sight in Nintendoland was the 
monitor displaying a 3-D floating 
Mario head. Mario would talk to 
kids and their parents while a hid- 
den camera and microphone 
broadcast their responses to a 
back booth where actor Charles A. 
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from Bart's Night- 
mare for the 
SNES. In the 
most displayed 
sequence, Dart 
UM tries to find his 
Zi missing home- 
work in a world 
filled with ani- 
mated mailboxes 
and kisses from 
a woman who 
makes Bart's 
aunts Selma and 
Patty look like Michelle Pfeiffer. Even more promising was 
the level where Bart is transformed into a Godzilla-like 
monster who rampages through a city. 


DATA EAST'S SLEEPER SUCCESSES 


Data East may not have Acclaim's big-name licensees, 
but, in spite of its second-string names, it is developing 
some top-quality games. 
Keeping our Saturday and 
Sunday appointments was 
a cakewalk compared to 
pulling our staff away from 
Data East's version of No- 
vaLogic's Ultrabots. FASA's 
sleeper role-playing hit, 
Shadowrun, will be coming 
to the SNES. A mixture of 
cyberpunk and sorcery, 
Shadowrun's hero begins 
by waking up in a morgue 
drawer. For the Genesis, 
Data East is developing a 
version of the arcade and 
NES hit, Captain America 
and the Avengers, which 
features a superhero 
school and a two-player mode where players pit their fa- 
vorite archenemies against each other. 


TURBOGRAFX DRAWS CROWDS—STAYS COMPETITIVE 

TTI took 6,000 square feet of the floor to demonstrate 
the TG-16 and to show off its new TurboDuo, a CD and 
TG-16 combined in one unit, complete with a new system 
card and a package of software that alone justifies the $299 
price. The most interesting hardware renovation displayed 
was the TurboDuo hooked up to a Macintosh, which then 
accessed thé CD. While this dual-functioning CD could 
mean enormous savings to the consumer, the TurboDuo's 
CD is slower than the normal CD-ROM, and buyers looking 
for access speed along with storage space will need to test 
the configuration. 

TG-16 veterans, as well as newcomers, were invited to 
try a version of Power League created especially for the con- 
vention. This baseball game, currently available only in 





A gamer at the controls of Bart's 
Nightmare, by Acclaim, for the SNES. 


This summer's CES had an 
abundant crop of SNES games. 
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Japan, was projected onto a wall of televisions. Consumers 
and press attendees tried to hit ten home runs and^win a 
special Bonk box filled with a Frisbee, Bonk sunglasses, 
Stickers and collapsible binoculars. The most interesting 
TurboGrafx game was Mesopotamia, an arcade game in 
which the player controls a slinky with suction cups on its 
feet and a gun strapped around its middle. 


PSYGNOSIS STRONG ON CDs 
Determined to secure their share of the CD-ROM market, 
Psygnosis is offering a special CD-ROM version of Armour- 
Geddon, a 3-D tank simulation that allows for modem play. 
Impressive as it is, it pales in comparision to Microcosm, a 
Fantastic Voyage type exploration game with CD-ROM 
graphics detailed and accurate enough to be used in place 
of some textbooks. Mega-smash Lemmings will also be get- 
ting a CD-ROM version. 


GO TO WAR WITH JALECO 


Fans of Lemmings 
should also keep a close 
eye on Jaleco’s release 
schedule. Players in 
Men-At-Arms (tentative 
name) will control lines 
of specialized medieval 
warriors trying to over- 
take rival castles. Indi- 
vidual soldiers will have 
specialized functions, 
such as magician, supply 
troops and engineers. 


BARBIE HYPES HI-TECH 


Hi-Tech won our 
award for the most 
efficient use of 
booth resources. 
Not only did it hire 
a golden-blonde ac- 
tress to slip on a 
tiny, pink dress and 
play Barbie, thus 
promoting the NES 
Hi Tech's Barbie Game Girl forthe — and upcoming Game 
Game Boy. Boy software, it also 
had her put on Rollerblades to help pitch Rollerblade 
Racer for the NES. 


KONAMI STRONG ON SUPERHEROES 


Konami held a special preview for VG&CE a few weeks 
before the convention, where we could try out the their lat- 
est games, including the exceptional, multiple-perspective 
shooter, Axelay. Steve Peterson was at the Konami complex 
to personally demonstrate the IBM PC version of his classic 
role-playing game, Champions. Plagued by delays almost 
from its inception, Champions is finally nearing completion, 
and the delays have been well worthwhile. In addition to 


Jaleco's Men-At-Arms for the 
Super NES revolves around a 
medieval theme. 
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MADE N JAPAN 

NINTENDO. GAME BOY 

AND THE OFFICIAL SEALS ARE 
REGISTERED TRADEMARKS OF NINTENDO 
OF AMERICA INC 


© 1991 NINTENDO OF AMERICA INC 

D 1991 SCULPTURED SOFTWARE INC 
© 1991 ELECTRO BRAIN CORP 

ALL RIGHTS RESERVED 

"^n STAKES GAMBUNG SA 
TRADEMARK OF ELECTRO BRAIN CORP 
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RII Misit aee 
AL_ RIGHTS RESERVED 


This game pack for use 
with the Game Boy® 
Compact Video System. 








k 


“Come in agent Rosetti . . . we need your talents for a 
dangerous mission: Beat the five most notorious 
mobsters of all time at their own game, High Stakes 
Gambling.” You'll be trained, as agent Rosetti, in the 
practice mode with blackjack, slots, video poker, draw 
poker and, craps. Descend into the gambling houses 
of the 1920's and 30's to outplay the crimelords at 
blackjack, slots, video poker and, draw poker. Use 
Shady, the back alley bandit to obtain cheat items. 
“Take charge Rosetti, give ole’ lady luck a chance.” 





Ww 


LICENSED BY ant of ee 22 9 pa ae THIS OFFICIAL SEAL iS YOUR ASSURANCE THAT 
ST) ee i R ru NINTENDO HAS APPROVED THE QUALITY OF 


ENSURE COMPLETE COMPATIBILITY WITH YOUR 


E DeL "P m p ae THIS PRODUCT. ALWAYS LOOK FOR THIS SEAL 
‘Nintendo, INTERACTIVE EXCELLENCE WHEN BUYING GAMES AND ACCESSORIES TO 
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the animated fight sequences, Champions features a genuine 
story-driven (versus map-driven) interface, which leads 
players from event to event depending on their ability to 
defeat the villains and maintain passable relations with the 
authorities. Comic-book writer Steve Engelhart (Batman, 
Silver Surfer, Coyote) contributed dialogue and plot ideas to 
Champions. 


ACCOLADE'S ATARI CLASSICS 


Accolade also proved complexity is not necessary for 
quality, as Centipede was easily the best Game Boy product 


Accolade 
introduces 
the old 
classic, 
Centipede, 
to the 
Game Boy. 





it demonstrated. British manufacturer Domark provided the 
most interesting of Accolade's distributed products with 
Nam 1965-1975, a game where players are both military 
leader and U.S. President, who must maintain good rela- 
tions with the South Vietnamese government and the 
American public. Noticeably absent from the Accolade dis- 
play were all of its Sega Genesis products, since Sega won 
its request for à court injunction preventing the multifor- 
mat publisher from displaying or selling any Genesis wares. 
Sega claims Accolade violated Sega copyrights by disassem- 
bling and studying the form and function of the semicon- 
ductor chips in Genesis cartridges to learn how they work. 


SIERRA GOES TO KRONDOR AND ON-LINE 


Those preferring violence with their IBM PC adventure 
games should consider Dynamix's (a Sierra On-Line sub- 
sidiary) RPG Betrayal at Krondor. Based on Raymond E. 
Feists Riftwar novels, it might just have the the involved 
story line that most 3-D hack-and-slashers are missing. 





= mnm i 


Betrayal at Krondor is Dynamix's newest RPG. 
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For modem users, the newly launched Sierra Neuwork 
provides an opportunity for gamers nationwide 46 play 
games like hearts and chess with each other, as well as pro- 
fessional classics like Red Baron. Subscribers can,¢reate a vi- 
sual representation of what they want everyone to think 
they look like. This potential for multiple personas should 
make the network’s chat lines a bit more interesting and 
unreserved than those with anonymous, but consistent, 
identities. 


BRITISH STRATEGY MASTER 
IMPRESSIONS MEETS AMERICA 


The CES is the best time for publishers to introduce 
themselves to the industry, and England's Impressions soft- 
ware took full advantage of the convention. A lauded pro- 
ducer of strategy games in Europe, Impressions turned 
down offers from some of the largest U.S. distributors be- 
fore coming Stateside with the aid of Omnitrend Software. 
The title to watch for is Conquest of Japan. Expanding the 
system developed for Charge of the Light Brigade, Conquest 
features animated tactical combat within its strategic sce- 
narios of the feuding samurai warlords. 


DISNEY CREATES MAD SCIENTIST SIMULATION 


Proving it is capable of far more than movie adaptations 
and educational software, Disney Software will publish Un- 
natural Selection. The ultimate game for would-be mad sci- 
entists, players 
use aircraft carri- 
ers as the breed- 
ing ground for 
creatures with 
varying physical 
attributes and ra- 
tios of the three 
prime 
combat, feeding 
and mating. Up- 
on creation of a 
supposedly 
tough monster, 
players set it 
loose on an is- 
land to battle the 
spawn of the game's villainous scientist. Unlike most simu- 
lation games, Unnatural Selection will attempt greater real- 
ism by giving players control of the creatures’ breeding 
grounds, but not the animals themselves. That is left to 
their inbred *nature." 


MAXIS DIVES INTO FISHTANKS 
AND EVOLUTIONARY STREAMS 


Maxis’ El-Fish, is an electronic aquarium that lets play- 
ers breed their own species of fish. When crossbreeding — 
two different kinds of fish, the computer will generate a 
brand-new species. This program is being created by Ani- 
malek (in Moscow) by a team of physicists and mathe- 
maticians led by Alexey Pajitnov (the creator of Tetris) 


drives: 





Mario and Yoshi on stage at the 
Nintendo booth. 
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You have the POWER. inthis contest you don't rely on the luck-of- 
the draw. You determine if you win or not. You win by outscoring others in a 
game of skill. Can you solve the puzzle below? Then you have what it takes. It 
looks simple, but it's only the start. Each of five more puzzles gets a little harder. 
But this time it's all up to you. Stay in to the end with the highest score and the 
ond is yours. With whatever options you want. Do you have what it takes? 

hen play to win! 


Video Game Contest. Play any 16-bit game in the world with this 
line-up. Neo Geo Gold, Super NES, Sega Genesis and TurboGrafx-16. Get all 
four or trade the ones you don't want for CASH! Bonus options include: 

33’ monitor, $1,000 in games, cash, accessories and more! 


Media Rig Contest. The Ultimate Gaming Environment, 40 inch 


WINGS 
ART 
INDIANA 
TOWER 
ACE 


MYSTERY WORD CLUE: World rulers have it, it comes 
out of an outlet and in this contest you have it! 


TURBO 
THUNDER 
FOR 
MICRO 


MUTANTS CRAWLER 
CHASE ASK 
APE RANGE 





monitor, 130 watt receiver w/ Dolby Pro Logic Surround Sound, Infini 

speakers, subwoofer, CD player, graphic EQ, dual cassette and Hi-Fi VCR. This 

rig will blow you away literally! You'll not only see but feel it too! 
We're talkin’ GAMING HEAVEN: 


Directions. Fill in the Mystery Word Grid with words going across that 
spell out the Mystery Word down the middle. Hint: use the Mystery Word Clue. 
In the future. There will be four more puzzles at $2.00 each and one 
tie-breaker at $1.50 which will be sent to you by mail. You will have 3 weeks to 
solve each puzzle. We don't know how many will play but typically 47% will 
have the highest score possible score to Phase I, 30% to Phase Il, 25% to Phase 
Ill, and 20% to Phase IV. The tie-breaker determines the winner. If players are 
still tied they will split the value of the prizes. 


ENTER ME TODAY, HERE'S MY ENTREE FEE: 


C] ($3.00) Video Game Contest 
C ($3.00) Media Rig Contest 
C) ($5.00) SPECIAL! Enter Both (SAVE $1.00) 


VW ONY di9 


CASH, M.0., OR CHECK TO: 


PANDEMONIUM, P.0. BOX 26247 
MINNEAPOLIS, MN 55426-0247 


VOID WHERE PROHIBITED + ENTRY DEADLINE: POSTMARKED BY OCTOBER 17, 1992 « ENTRY FEE MUST BE INCLUDED 
Only one entry per person, Employees of Pandemonium, Inc, and its suppliers are ineligible, Judges decisions are final. 
Where judges are in error the sponsor's liability is limited to the amount of entry fees paid. Not responsible for fost, 
delayed or stolen mail. Merchandise names and models are trademarks of their respective companies who have no 
affiliation with this contest. © 1992 Pandemonium, Inc 
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MICROPROSE & PARAGON HIGHLIGHT HUMOR 
AND HALL OF FAME GAME DESIGNERS 


MicroProse moves into adventure 
games with Rex Nebular and the Cosmic 
Gender Bender. One ol the funniest 
games previewed at the Summer CES, 
it features an interstellar womanizer 
trapped on a planet populated only by 
bizarre women. After all, any game that 
combines dead fish and hamburgers in 
the same animated puzzle has got to be 
good, if not interesting. 

Paragon is doing its best to keep ad 
venture gaming hall of tamer Marc 
Miller as busy as possible. Marc is de 
signing the scenarios for MegaTraveller 
5: The Unknown Worlds, which is 
based on.the nonelectronic role-play 
ing game he originally designed. Marc 
is also developing Challenge of the Five 
Realms, an icon-driven fantasv role 
playing game, with a zoom-in/zoom- 
out feature that allows three dillerent 
perspectives. And anyone who loved 
lien and hates his local newscaster 
should check out Mantis: XF5700 Ex 
perimental Space Fighter, a space com- 
bat simulator with three megabytes ol 
synthesized speech. CD-ROM versions 
of Mantis and Challenge of the Five 
Realms will be available soon alter the 


disk-based versions 
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JANUARY 1993— 
WE'LL BE THERE 


Clearlyy even 
without the admit- 
tance of the general 
public, four days 
was barely enough 
time for the VG& 
CE editors to see 
everything they 
wanted, getting just 
a glimpse of games 
like Faceball 2000 
for the SNES (Bul- 
let-Proof), Might 
and Magic HIA:The 
Clouds of  Xeen 
(New World Com- 
puting) and other 
games we'd be play- 
ing if we didn't 
have to get this 
magazine out on 
time. Life is hard. 
Besides, it's only 
six months until 
the Winter CES in 
Las Vegas. 


Ultimate Game Club 


1491 Boston Post Road, Old Saybrook, CT. 06475 


I-800-Buy-At-Game-Club 
(1-800-289-2842) Or (203)388-6741 Or Fax (203)388-0084 
Our Prices Are As Low As: What Can You Get For Free? Lots Of Stuff At UGC! 

























Used New |) Thephonecallisfree! |-800-BUY AT GAMECLUB(1-800-289-2842) 
Nintendo Games 9.99 14.99 2) The shipping is free! (On orders over $200.00) 
TurboGrafx-16 Games 9.99 19.99 3) The membership is free! (Entitles you to specials & discounts) 
venen c; E mm 4) The subscription to our very own Beyond Gaming magazine is free! 
Neo*Geo Games 139.99 149.99 5) The soles tax is free! (Excebt in Connecticut 
Gameboy Games 9.99 19.99 ? | P te eptin Con ) 
Lynx Games 14.99 24.99 6) The Ultimate Hint Book is free! (On orders over $100.00) 
PC Engine Games 39.99 7) Rare japanese magazines are free! (On orders over $200.00) 
MegaDrive Games 29.99 8) The MegaDrive Adapter is free! (When you buy 2 MegaDrive games) 
SuperGrafx Games 49.99 9) The PC Engine Adapter is free! (When you buy 2 PC Engine games) 
Japanese CD-ROM Games 39.99 — 
Master System Games 9.99 19.99 
Arkanoid w/Controller Only 59.99! 


Simpsons Special 
for Genesis 
Only 49.99 Each! 


LL 





Coming Soon From INNOVATION The UGC's Product Development Division: 


Allows Sega Master System games to be played on the Game Gear. Available Now! 
Lets a second player connect a Sega control pad to the Game Gear/Master Gear combo to 
allow two-player Master System games to be played simultaneously on one Game Gear. 
Super Cable: The first 6-foot extension cable for your Genesis control pad or joystick Only 9.99 
The Stick For Genesis: This awesome joystick include features like variable speed rapid-fire, adjustable slow-motion, and 
auto-fire. The fire buttons are on a rotating pad that lets you position them the way YOU like id 


Miaster Gear: 
Master Link 


Game Power Rechargeable Battery Pack For Atari Lynx/Turbo Express 
Long lasting battery pack, up to 3 hours on Turbo Express, 6 hours on Atari Lynx! 
Only 39.99 


Other models available for Game Boy and Game Gear 


CIRCLE #131 ON READER SERVICE CARD. 
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kay, you've tied up the television 
O: long enough—let’s give your 
family a break from video games 

for a little while. But you don't have to 
stop playing in order to let them catch 
up with the evening news. Just grab 
your Game Gear, Lynx or Game 
Boy, then sit back and let me tell you 
all about the newest games for your 
favorite portable system. Ñ 
Hope your batteries are charged up, ^ 
‘cause here we go.... N 

















Roger Clemens 
MVP Baseball 


LJN 
For the Nintendo Game Boy 
($27.95) 





PLAYABILITY 123456 7 He 10 


OVERALL 12345 6s» 10 

Despite the fact that the original NES 
version of Roger Clemens MVP Baseball 
was never formally reviewed in the pages 
of this magazine, the game still made 
enough of an impression on our editors to 
merit an Honorable Mention in the sports 
category of VG&CE's "Best Games of 
1991” awards. 


Now there’s good 
news for Game Boy 
owners, because the 
green-screen version 
of MVP Baseball is 
unquestionably the 
finest representation 
of the sport to appear 
on this system to date. 
Not only is it fun to play and filled with 
options, but the graphics are infinitely 
superior to the round-headed cheesiness 
of the three existing Game Boy baseball 
titles—namely, Baseball, Bases Loaded 
and Extra Bases. 

Though the lack of an official license 
from either Major League Baseball or its 
Players' Association may hurt the game's 
credibility in some circles, the endorse- 
ment of the "Rocket" is quite enough in 
my book. Of course, when you dive into 
the action and witness the changing 


84 * SEPTEMBER 1992 


CAMINO 


Z 


“camera angles” and interactive close- 
ups, you probably won't care if the names 
of the batters can't be found on any real- 
life roster. 

Boasting a password-backed "full sea- 
son" option, as well as a two-player 
GameLink mode, Roger Clemens MVP 
Baseball tries to cover all the bases, and 
its responsive controls and fluid character 
animation really set standards for Game 
Boy sports titles. It'S not quite perfect—a 
horribly irritating, unrealistic soundtrack is 
the game's most noticeable flaw—but 
overall it's a fine game, one of the best 
sports titles the Game Boy has to offer. 

LJN Ltd. 

71 Audrey Ave. 

Oyster Bay, NY 11771 

(516) 624-8888 


R.C. Grand Prix 


ABSOLUTE ENTERTAINMENT 
For the Sega Game Gear (N/A) 






l ; l 7 
PLAYABILITY 12345 6 Es 9 10 
12345 e Es 9 10 





OVERALL 


Much like Nintendo's NES and Game 
Boy triumph R.C. Pro-Am, Absolute's first 
Game Gear release makes remote-control 
car racing an affordable hobby for anyone 
who owns Sega's color portable. Hon- 
estly, have you ever seen how much a 
good R.C. dragster costs? On my budget, 
Ill take R.C. Grand Prix over the real thing 
any day. 
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An exciting and colorful contest, R.C. 
Grand Prix gets your adrenaline flowing 
with: some of the most intense high-speed 
action ever seen on the Game Gear's 3%- 
inch screen. Smooth background scrolling 
and a hypersensitive control scheme 
ensure that the pace is always 
frantic—heck, even if you can outrace the 
three computer-controlled cars on the 
track, you're also forced to work within a 
super-strict time limit. 

Fortunately, the game's tension is 
nicely tempered by a strong sense that 
these are, in fact, R.C. cars and not full- 
sized automobiles. Even as the first race 
begins, you can see crowds of people tow- 
ering in the background, cheering the rac- 
ers onward. 

Winning a race will earn you a cash 
prize (again, we're talking small-scale 
here: about $100 or so), and, as in any 
good racing title, you'll be able to upgrade 
your car's motor, tires, gears or suspen- 
sion between races. Though it's essentially 
a one-player game, up to four players can 
take turns racing against the computer. 

It’s always nice to see original Game 
Gear software—that is, games that aren't 
simply 8-bit versions of proven Genesis 
titles. And while the slight blurring of the 
text characters would seem to indicate 
that R.C. Grand Prix may not necessarily 
have been intended for the small screen, it 
works very well on this platform, and it 
just might find a very comfortable niche in 
the Game Gear library. 

Absolute Entertainment Inc. 

251 Rock Road 

Glen Rock, NJ 07452 

(201) 652-1227 


Tom & Jerry 


HI TECH EXPRESSIONS 
For the Nintendo Game Boy 
($29.95) 





The word "Nintendo" dropping down 
from the top of the screen with a ding! is a 
pretty poor substitute for the roar of the 
MGM lion, but the lack of that world- 
famous introduction doesn't hurt the com- 
ical adventures of this familiar cat-and- 
mouse team on the small screen. 

The object of this Super Mario-style romp 
is to control Jerry the mouse as he scurries 
through the house of Tom the cat's owner 
in search of his missing cousin, Tuffy. Dur- 
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Hi Tech's Tom & 
Jerry for the Game 
Boy is more faithful 


G 







1 ing the course of his adven- 
ture, Jerry gets to do every- 

.. | thing from driving a toy car 
--| to sliding down banisters to 

| riding in a dumbwaiter. He 
also has to avoid mouse- 
| eating flowers, baby sharks, 
|| killer toy soldiers and the 
malicious clawing of Tom 





EY i the cat, who seems to pop out of the wood- 


work when you least expect it. 
To its credit, the Game Boy version of 


original theatrical cartoons than Hi Tech's 
T&J game for the NES was. (The games 
were created for Hi Tech by two different 
developers: the NES version by Software 
Creations, the Game Boy by Beam Soft- 
ware.) The differences between the two 
become apparent as soon as the title 
screen of each game appears: The Game 
Boy pumps out a much more traditional 
rendition of Tom and Jerry's theme song, 
and it makes better use of full-screen pic- 
tures of the characters. It also boasts a 
cleaner design and a more reasonable 
difficulty curve. 

Aside from the burden of an unoriginal 
theme, the game does suffer from back- 
ground repetition, which leads to some 
confusion because parts of certain stages 
seem to reappear several times. There are 
also a few areas where you'd expect Jerry 
to be able to climb (like the vines in Level 
5) and he just can't do it. But these quirks 
are not enough to detract from the fun of 
playing Tom & Jerry on the go. 

Hi Tech Expressions 

584 Broadway 

New York, NY 10012 

(212) 941-1224 


Marble Madness 


TENGEN 
For the Sega Game Gear ($34.95) 





A durable arcade classic that has 
appeared on more game systems than 
you can shake a stick at, Marble Madness 
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is one of those easy-to-learn- 
but-difficult-to-master con- 
tests that seem to thwart the 
ambitious gamer with a diffi- 
culty curve that's always just 
barely out of reach. The 
Game Gear version is as 
good as most others—a few 
corners have been cut here 
and there, but the playability 
is intact, as are the more 
endearing aspects of the original coin- 
Op. 

As the name implies, the object of the 
game is to steer a marble through a 
series of mazes that form a bizarre land- 
scape of ramps, obstacles and sneaky 
enemy creatures. Though there's plenty 
of challenge involved in steering clear of 
all of these hazards, your biggest enemy 
is the timer that dominates the top of the 
screen. l've seen and played many differ- 
ent versions of this game over the years, 
and it seems as though none of them 
really give you, enough time to navigate 
the terrain at a comfortable pace. That's 
really the key to the game's appeal: It 
treads the fine line between challenge 
and frustration with the skill of a circus 
tightrope walker. 

The most common complaint l've heard 
about any version of Marble Madness is a 
gripe that holds true for dozens of titles 
that range from Q*Bert to The Immortal. 
Some people just don't like a video game 
in which the main body of the game 
requires you to point your controller diag- 
onally. |-didn’t have much of a problem 
with this one—the game does offer a con- 
figuration screen that allows you to 
change the control scheme slightly—but | 
do have to admit that the circular direction 
button of the Game Gear can't compare to 
the original trackball controller in the 
arcade version. 

All things considered, Marble Madness 
serves as an enjoyable visit to the video- 
game hall of fame. Its appearance on the 
portable scene is a welcome one. 

Tengen Inc. 

675 Sycamore Drive 

Milpitas, CA 95035 

(408) 473-9400 
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Steel Talons 


ATARI 
For the Atari Lynx ($39.99) 


PLAYABILITY 12345567T-532» 10 
OVERALL 12345 JẸ 9 10 


l've always looked down on Hard 
Drivin' as one of the least enjoyable Lynx 
titles ever released. Arcade license 
notwithstanding, this first-person, stunt- 
driving game was sandbagged with the 
most sluggish controls l've felt in a long 
time. Upon its release, | really believed 
that the game was rendered unplayable by 
a super-slow frame rate. It just seemed 
like the screen couldn't keep up with the 
commands being issued by the control 
pad and buttons. 

It took John Sanderson and NuFX Inc. 
to show me the error of my ways. Their 
Lynx conversion of Atari's Stee/ Talons 
coin-op uses the same type of polygon-fill 
scenery as Hard Drivin’ did, but it corrects 
all of that game’s problem areas beauti- 
fully. It’s no small irony that NuFX was 
responsible for Hard Drivin’ as well, but 
Sanderson seems to have learned a lot 
from his mistakes. 

The screen updates in this helicopter 
battle simulator happen at almost exactly 
the same rate as in Hard Drivin’, about 
three frames per second, but there’s a 
world of difference in the control 
response. Steel Talons just seems to know 
where you want to steer your chopper, 
and the controls are as easy to learn as 
they are responsive. 

This is the kind of game you can really 
lose yourself in. 
Each successive 
mission presents 
a different type of 
challenge, with a 
change in loca- 
tion, time of day 
and weather con- 
ditions every 
time. You will 
hunt down 
planes, strafe the 
surface of woodlands, soar 
through mountains, blow up 
enemy fortifications real good 
and even maneuver your way 
through canyons that look an 
awful lot like the Death Star 
trench from Star Wars. 

Though the complexity of this 
type of simulation tends to turn 
some gamers off, Steel Talons 
keeps things simple by present- 
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ing a lot of information in an extremely 
concise manner. The on-screen speed and 
altitude indicators are as unobtrusive as 
can be, yet they give you all the informa- 
tion you could possibly need in just a 
casual glance. This is a very classy game, 
one that took me completely by surprise. 

Atari Entertainment 

500 Watersedge Drive, Suite 310 

Lombard, IL 60148 

(708) 629-6500 


ATARI 
For the Atari Lynx ($39.99) 
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PLAYABILITY 1234567 s E o 
OVERALL 1 234567 8ğjio 


If you ever watched Pee-wee's Play- 
house on Saturday morning TV, even if 
you only saw the show once, it's hard to 
forget the wild. contents of Pee-wee's 
refrigerator. Nearly every week, the bow- 
tied man/child would throw open the ol' 
Norge and marvel at the latest stop- 
motion animated antics of carrots, eggs, 
hams, popsicles and strawberries, all of 
which had grown arms, legs and comically 
expressive faces. 

| don't know how fashionable it is to 
admit to having watched Pee-wee's Play- 
house these days; all | know is that it's the 
first thing | thought of when | saw Kung 
Food on the Lynx. This beat-'em-up has 
"classic" written all over it. Like Battle- 


toads on the NES and Game Boy, it's a 


totally unpredictable 
free-for-all that com- 
bines a challenging 
punch-and-kick play 
mechanic with a 
great sense of humor 
that seems to catch 
you off guard at 
every turn. 

A hilarious plot 
explains how a re- 
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searcher at a video game-design center 
created a mysterious substance that 
brought his groceries to life and changed 
him into a foot-tall Jolly Green Giant 
look-alike. The adventure starts in the 
freezer and refrigerator, where our hero 
is threatened by icicle beasts, walking 
carrots, killer tomatoes, mashed-potato 
creatures and stick-wielding sausage 
monsters; it continues onto the floor, 
through the kitchen and out into the 
front yard. The game is fairly challenging, 
but the abundance of power-up items 
helps a lot. 

Graphically, the game is a pure delight. 
Most of the characters are half as tall as 
the screen display, and, like the back- 





grounds, they're ex- 
tremely detailed and 
colorful. With "nor- 
mal" heroes and vil- 
lains, this would basi- 
cally come across as a 
Double Dragon clone— 
but the characters and 
settings are so off-the- 
wall that it doesn't 
seem right to compare 
the game to any other. 

| had a great time with Kung Food, and 
| truly hope that this game gets the recog- 
nition it deserves, because it is an abso- 
lute riot. 

Atari Entertainment 

500 Watersedge Drive, Suite 310 

Lombard, IL 60148 

(708) 629-6500 


eader feedback to this column is 
always appreciated. Send your com- 
ments and suggestions to: 
VIDEOGAMES & COMPUTER ENTERTAINMENT, 
Attn: Gaming on the Go, 9171 Wilshire 
Blvd., Suite 300, Beverly Hills, CA 90210. 
Computer owners with access to the DEL- 
PHI information service can also contact 
me via electronic mail sent to user name 
VGCHRIS, or stop by the "World of Video 
Games" special interest group and drop 
me a note in the public forum. 
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Nickelodeon Studios brings its own 
form of virtual reality to television 
game shows 


Most people consider that creating a “virtual 
reality" environment requires super-duper, high- 
tech computers hooked up to an elaborate visor 
display system and realistic 3-D graphics. Who 
would have thought that virtual reality would 
make an appearance on a kids’ game show? But, in 
fact, that's what a pair of innovative producers at 
Nickelodeon have done in creating Nick Arcade, 
which was recently bumped into a slot during 
Nick’s weekday prime time, the *O-Zone" (check 
your local listings for when it's showing in your 
area). Nick Arcade begins its second season on 
September 7. 


Ihe components of Nick Arcade are much like 
any other game show you've seen: a host, two 
teams of two players each and a goal of beating the 
other team in a 
variety of tasks 
so you can go 
to the finals. 
Nick Arcade, due 
to its youthful 
slant—it's pri- 
The main set of 
Nick Arcade 


features video- 
game contests. 








>> @, 


by Andy Eddy 


marily aimed at viewers between the ages of 9 and 
14—has a natural attraction in having the focus of 
the game related to video games. The show begins 
with the Yellow and Red teams battling each other. 
The challenge comes in the form of custom “face- 
off games (created by Curt Toumanians Live Stu- 
dios and Psygnosis), such as Star Defenders. Star 
Defenders is a head-to-head Breakout type of game. 
The team that scores the most in 30 seconds takes 
control of the board. 

In order to gain points and prizes, the team con- 
trolling the board takes a video character named 
Mikey through various adventures. Mikey's domain 
is a grid of squares, each square containing 
“points, puzzles, pop quizzes and prizes," all of 
which lead the teams to a goal square. Landing on 
a Video Challenge square takes.a team up against 
one of the current home video games, trying to 
beat a point level in 30 seconds. A pop quiz is a 
question that must be answered correctly for 
points and control of the board. 

The fun—and main attraction—comes for the 
team that makes it through two rounds of moving 
Mikey through his paces with the most points. That 
team goes “into the game” to take on a series of vir- 
tual reality-like contests in the bonus round. Again, 
custom games have been designed, but with a dif- 
ference: The player is actually part of the game, 
interacting with the computer animation in real 
time. “Virtual reality is usually visors and stuff, which 
is great for the person wearing it,” Scott Fishman, 
executive in charge of production; said, “but it's not 
a spectator sport. Nick Arcade is fun to watch." 





The bonus round takes 
place on a different set from 
the main game, one thats 
painted completely blue. 
Some of the bonus-round sets 
feature pillars that can be 
traveled behind, while others 
have elevated platforms and 
ladders that can be climbed. 
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Wait a minute...all painted 
blue? Why? Well, there is a 
video process called Ultimatte 
(also called Chromakey) that 
removes a particular color 
from the image. You've proba- 
bly seen this process used on 
the local news, primarily dur- 
ing the weathercasts. The 
weatherman doesn’t actually 
appear in front of a weather 
map, but in front of a blue 
screen. Ultimatte is then used 
to replace the blue with what- 
ever video display is desired, 
whether it’s a map, five-day 
forecast or videotape of a 
local scene. 

Nick Arcade takes Ultimat- 
te a step further; in fact, it 
recently won an award from 
the National Association of 
Broadcasters for innovative 
use of the equipment. It uses 
Ultimatte to separate the 
player from the background, 
but then runs that image 
through an Amiga-based dig- 
itizer to turn the player into 
a character that can be 
tracked by the computer, 
almost like a sprite. The 
empty background is re- 
placed with animation from 
another Amiga applica- 
tion—the game software that 
the team competes in—only 
now the players status can be tracked 
with collision detection, much like any 
other object in the game. “Touching” a 
good object, like a coin or hour glass, 
may take the team closer to its goal or 
freeze the action for a period of time. On 
the other hand, getting hit by or running 
into a bad object or character will drop 
the players power level. Depleting five 
notches on the power meter requires the 


Behind the Scenes at 
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Top: Host Phil 
Moore keeps the 
energy level high. 
Middle: Moore 
joins one of the 
teams on the Nick 
Arcade set. 
Bottom: A player 
leaps high on the 
blue set in one of 
Nick Arcade's 
interactive games. 







player to start 
again and try to hit 
the-milestone from 
the beginning. 

The producers of Nick 
Arcade have 14 such games in 
reserve, of which three are 
used in a single bonus round. 
Getting past each segment 
rewards the team with a prize; 
and successfully beating. all 
three bonus games wins a 
major prize, like a trip. 


This isn’t the first time this 
technology has. made its way 
to television. Nick Arcade’s 
producers, Karim Miteff and 
James Bethea, formerly 
worked on a Nickelodeon 
show called Total Panic. One 
of the features of Total Panic 
was a segment called Eat a 
Bug, developed and pro- 
grammed by Dean Friedman. 
A precursor to the more 
involved bonus rounds of Nick 
Arcade, Eat a Bug brought 
some members of the audience 
onstage in an effort to catch 
certain video inseets without 
getting hit by bees, spiders and 
beetles. Similar to Nick Arcade, 
if you got hit by too many bad 
bugs, you were out. 

Both Eat a Bug and Nick 
Arcades bonus segments are a result of the 
foundation created by a virtual-reality 
environment called Mandala Virtual Reali- 
ty System, developed by The Vivid Group 
in Toronto, Canada. Originally designed to 
be a medium for performance art, Vivid 













Group built some interesting 
uses for Mandala, such as 
allowing the person in 
front of the camera 
to play a video 
drum set with 
his hands or literally *grab" a hue 
from a palette and paint around 
the screen in a form of video fin- 
ger painting. "When we con- 
ceived it, part of it was for creat- 
ing computer worlds that you 
could step into," said Vincent 
John Vincent, one of Mandala's 
creators, “and some of that was 
the challenge of games." 

All that has changed now that 
Miteff and Bethea have taken 
Mandala and gone. wild with it, 
taking the process further. In fact, 
the pairs reliance on computers is 
amazing: There are five Amiga 
3000s to control Mikey's grid 
game; two Commodore CDTVs 
that handle the scoring system; 
one Mac Ilcx that’s used as a slave 
unit for all the MIDI (Musical 
Instrument Digital Interface) 
sounds that are tied to certain 
events; and two more beefed-up 
Amigas that are used during the 
interactive games. “There's a lot of 
technology going on," Bethea 
relayed. Having grown up with ex- 
posure to PCs and video games— 
both producers are 27 years 
old—is no doubt the foundation 
for the duo's success at adapting 
all this technology to the show. 

The multitude of PCs work 
together to smooth the merging of 
sound effects, animation and other 
visuals, but also serve to minimize 
the possibility of human error. By 
the time Miteff and Bethea are fin- 
ished, the process of doing a game 
show may, very well be primarily 
controlled by computer operators 
rather than traditional studio 
hands. For example, in the course 

of a game, a computer 
operator needs only 
hit the arrow key to 
move Mikey in the 
direction a team 


wants him to 
b. move. In 













Nick Arcades first season, many of 
the related graphics were kept on 
videotape and also in whats called 
a "still store," an extensive library 
of still frames. It would take 
awhile to bring up the proper 
graphic, and, given the hectic pace 
that a particular episode of Nick 
Arcade is created under, the slight- 
est delay or error could spell disas- 
ter to the tight shooting schedule 
(at its peak, five complete shows 
are taped in one day). 

Miteff and Bethea now employ 
a laser disc tied to one of the 
Amigas to hold these graphic 
clips. Now, when the computer 
operator hits the arrow key per- 
taining to Mikeys movement, the 
laser-disc system instantly kicks 
out the correct graphic and asso- 
ciated MIDI sound effects. Miteff 
and Bethea eventually hope to 
pare down the process even more 
by automating a portion of the 
lighting chores through MIDI 
control—sort of a robotic pro- 
duction, but very efficient. 

Of course, the crowning 
achievement in Nick Arcade is the 
interactive aspect. "We're using 
[Mandala] in an unconventional 
way," Miteff noted, *but I wont 
be happy until we can have some- 
one running in a scrolling game. 
The stuff we have on the drawing 
board will blow people away." 

Certainly, one of the major 
changes in the video-game world 
came about when designers 
moved from single-screen games 
(like Space Invaders and 
Asteroids) to scrolling adventures 
(like Jungle Hunt and, particular- 
ly, Super Mario Bros.). 

And to think that Nick Arcade 
is mostly accomplishing it with 
inexpensive home computers 
that you can get at your local 
computer store. “These are all 
off-the-shelf products," Miteff 
said. It makes you wonder where 
Nick Arcade will be next year. & 





Adventures in < 





One of Nick Arcade’s producers, 
James Bethea, welcomes VG&CE 
Executive Editor Andy Eddy. 


atching a dozen teenagers 
competing in Nick Ar- 
cade—three shows were 


taped the day | visited, out of the 42 
shows that were to be created for the 
second season—was pretty exciting 
stuff. In fact, Universal Studios Florida 
has made an art out of the behind-the- 
scenes glimpses of TV shows and 
movies being created: Visitors can tour 
tapings behind glass at the rear of 
active sound stages and control booths. 
However, excitement turned to trepida- 
tion at the sound of five simple words: 

"Hey, Andy...wanna try it?” 

Before | could answer, | was whisked 
off to the wardrobe room to suit up in 
Nick Arcade overalls, knee and elbow 
pads and a helmet for my turn to battle 
Merlock, the evil wizard. 


Just Do It | 

| had some experience with the — 
original Mandala environments at a 
festival in San Francisco in 1991. 
While | originally sent my kids in to 
mess with a set of electronic drums 


overlaid on a video of a band play- 








ing, it wasn't long before | was "help- 
ing" them hit the cymbals and toms at 
the right time. The response time for 
your "video sell" to hit a computer- 
graphic drum and the resultant sound 
to be heard appeared to be very quick, 
and the kids took right to it. After all, 
what's to learn? The same went for 
video finger painting and a strange 
version oF Breakout/ Arkanoid that had 
the player hitting a ball around on the 
screen. All this is fun even for the 
observers, but it's wild when you take 
your eyes away from the monitor to 
see the person flailing about, respond- 
ing to what they see on the screen. 
That's when the impact of what Man- 
dala's creators have done sets in. There 
are no control pads to learn or elabo- 
rate directions. You just react to what 
you see on the screen—as if it really 
existed in your world. 

Still, | fully anticipated making a 
fool of myself on Nick Arcade's blue 
set. Thankfully, someone told me that 
the ones who have the 
biggest blast are the pro- 
ducers when they try out a 
new game. Suddenly, it 
wasn't so intimidating. 

The game’s goal seemed 
simple enough. All | had to 
do was elude the nasty wiz- 
ard, his lightning bolts, 
other streams of electricity 
coming out of the floor and 
various flying beasties cross- 
ing back and forth. If | man- 
aged to grab three blue 
orbs before my power and time ran 
out, l'd be home free. Sure... 

Excuses first: The particular game | 
played is designed for two players. 
Given that there are three stair- 
ways/ladders to maneuver around, it’s 
kind of hard to keep your eye on the 
monitor at the edge of the set to know 
if you're about to get tagged by a bad 
guy. After all, these things are only fly- 
ing around you in video land, and 
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Video-Game Wonderland. 





can't be seen unless you 
check your status on the 
TV screen—or have 
someone check it out for 
you. And the blasting sound effects 
and music from the game made it hard 
to hear the directions from the Nick 
Arcade crew. 

Like any video game, though, it's 
important to know the rules and how 
the game plays, in addition to spotting 
any patterns that might make it easier 
to beat. | only had 15 minutes to get 
the hang of it, so | made some foolish 
mistakes right off. The main trouble | 
had—besides attempting this at 
all—was my habit of running into the 
wizard when he appeared at the mid- 
dle of the top runway. Over time, I’m 
sure | would have become a real mas- 
ter at this. 

But the task at hand was to get 
those three blue globes. The first one 


was the easiest; when you hit the 


START button, a sphere comes from the 





Eddy was overwhelmed by all 
the hazards around him—this 
contest was designed for two 
players—until Bethea saved him. 


left and moves to the center. The sec- 
ond and third globes were a bit 
harder, appearing at the left and 
right of the top platform—where most 
of the evil activity takes place. It final- 
ly took James Bethea jumping in and 
handling the bottom section to make 





MT, 


While you play, a monitor shows 
you where you are in game-land. 





cleaning out the bad guys go smoother | 


(it’s since been made more difficult). 

All in all, it was a weird experi- 
ence—on par with Battletech Center, 
but much more intuitive. Once you're 
told what to do, you just jump right in 
and do it, though your attention is on a 
monitor, so it’s easy to misjudge a lad- 
der step or platform. There is some- 
thing to the visor method to allow you 
the freedom of not having to find the 
placement of the monitor to see where 
you are in the game. 

There's no doubt that Bethea and Mit- 
eff are onto something here. It’s not hard 
to see how television can benefit from 
this cutting-edge technology. “Real Televi- 
sion.” Kinda has a ring to it, huh? 
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SEVEN'S 


t has been 11 years since Sir- 

Tech released Robert Wood- 

head and Andrew Green- 
burgs Wizardry I: Proving 
Grounds of the Mad Overlord, 
which permanently changed the 
computer-gaming industry. This 
fall, Sir- Tech will release David 
Bradleys Wizardry—Crusaders of 
the Dark Savant, achieving not 
only Sir-Tech's return to great- 
ness, but revitalizing what had 
seemed to be the creatively ex- 
hausted field of computer fantasy 
role-playing. VG&CE, with the 
help of Sir-Tech, has obtained an 
exclusive copy. 

Bradley began work on Cru- 

saders immediately after finishing 
Wizardry—Bane of the Cosmic 
Forge. Originally planning on a 
September 1991 release, he real- 
ized that all of Crusaders’ im- 
provements would take far 
longer than anticipated and was 
keenly aware of who would take 
the responsibility for any disap- 
pointments. “I do not want to be remembered as the author 
who turned out hack.” 
.. Cosmetically, Wizardry—Bane of the Cosmic Forge was expo- 
nentially superior to the previous Wizardry scenarios, and Cru- 
saders new improvements are obvious from the initial boot. 
Harpsichordlike (preview copy tested on Covox Sound Master 
II) music greets players as they discover that the game, which 
began with dungeon outlines, finally has a changing skyline, 
trees and 256-color graphics. Bane's nearly unworkable mouse 
interface has been completely revamped, and even the keyboard 
is easy to use. And, finally, after six volumes of frustrating 
mazes, Wizardry has an auto-mapper. But like everything else in 
Crusaders, it’s kept as realistic as possible without hurting 
playability: Characters need a map kit to even make a record, 
and their maps are prone to whatever mistakes and omissions 
the skill level calls for. 

The choppy animation and rough drawings of Bane are also 
gone, and Chris Appel's art team has produced some of the best 
art to appear in any current RPG. But what truly makes Cru- 
saders’ encounters special is that they are entirely new crea- 
tures—not just variations on orcs, lizardmen and skeletons. 
One of the new player's first encounters will be with a species of 
- phoot. While they look like starfish, Bradley didn't conceive of 
phoots as walking starfish. Instead, he was experimenting with 
new ways an animal could move besides walking, flying, crawl- 
ing or slithering. While animation is rarely important in an 
RPG, watching the phoots conveys the feeling of being on an 
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Sir-Tech and 
Wizardry Return 
to Greatness 


A VGGCE EXCLUSIVE PREVIEW OF WIZARDRY— 
CRUSADERS OF THE DARK SAVANT 
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alien world—especially when 
they run away. Similarly, the 
nasty, greedy, humanoid T'rang 
were inspired by tarantulas, 
which are much more aggressive 
hunters than most spiders. The 
noble, imperialist umpani are 
stolid, rhinoceroslike creatures, 
and the thieving rattkin look ex- 
actly like one would expect. Be- 
sides killing creatures, characters 
need to extract any information 
they can, using gifts, cajoling 
and threats. Players choose a 
party spokesman, and progress is 
noted with every action, until 
the desired item is delivered or 
they manage to infuriate the 
stranger. Given the tendency for 
interracial conflict and alien sen- 
sitivities, anyone not able to at 
least look impressive in battle 
might do best to shy away from 
fellow adventurers until he ad- 
vances in levels. Gathering infor- 
mation is critical to success in 
Crusaders, but. novices who 
anger the wrong dane will watch the light-blue creatures fry the 
party before they can eek out an apology. 

Characters are not limited to the standard humans, dwarves 
and elves either. Household pet fans will appreciate the canine 
rawulfs and catlike felpurs, which are, respectively, devoted 
(high piety) and stealthy. The acid-spitting dracons have helped 
more than one party survive the early battles, and the mooks are 
perfect for anyone who's ever wanted to be a magical wookie. 

Players may be steeped in magic, but higher technology is 
available. The Dark Savant's followers have laser lances, and 
later in the game the party gains access to firearms. Anyone with 
hopes of taking an Uzi to the T'rang will soon realize the charac- 
ters have to learn how to operate a musket, find ammunition 
and then discover whether it really beats a double-bladed battle- 
ax. This high-tech feeling will eventually emerge as a science-fic- 
tion flavored story, but with the fantasy elements left intact. 
Bradley views most sci-fi as *cold and dry, with no romantic, 
mythical feel." 

After programming three endings into his previous scenario, 
Bradley wanted players to have as much control as possible in 
Crusaders, and this required finally getting players out of the 
dungeon. In fact, he hadn't planned on having so much of the 
game take place outdoors. Once programming began, he real- 
ized that an extensive wilderness was necessary to achieve the 
free-form game he wanted. Players have so much freedom in 
Crusaders that even those who survive might still fail at accom- 
plishing the game's major goals—on the other hand, that's up to 
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Wizardry players finally get to 
discover that the outdoors are 


no less deadly after six games. 
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them. Opponents are tough, and in no situation will players 
ever face an unfair advantage programmed into the game. “It’s a 
big universe out there," the designer explains. *The game is far 
more dependent on player skills and resourcefulness as com- 
mander in chief of characters than any element or puzzle. You 
are in far more control than the game is." Supporting this phi- 
losophy is a multitude of skills, six colleges of spells and martial 
options that force players to choose between accuracy and dam- 
age potential. 

One of the nicest touches in Crusaders is the system for 
opening locks and chests. Random numbers flash on the screen, 
and players try to time striking the appropriate key whenever 
the numbers are high enough. Locks have difficulty levels, as 
well as numerous tumblers, conveying the feeling that the 
player is actually picking the lock, even though the process 
takes minimal playtime. 

Just as it’s poised to do now, Sir-Tech changed the industry, 
and understanding the importance of this current release re- 
quires an examination of Wizardry's trek back to glory. 

Wizardry: Dungeons of Despair, an early version of Wizardry 
I: Proving Grounds of the Mad Overlord, originally 
debuted at Boston Applefest in 1981. At the 
time, most companies had some form of fantasy 
playing, but it was Wizardry that finally pro- 
duced a simulation of the role-playing Dungeons 
& Dragons, Tunnels & Trolls and Runequest. 
Players devoted enormous amounts of time to 
multicharacter, mapping-intensive dungeon ex- 
ploration, with a multitude of traps, treasures 
and creatures just begging to be killed. Each 
spell even had a gooly name with a linguistic 
consistency built right in (dios healed small 
wounds, while badios caused them). Best of 
all, it had elevators to help speed adventurers 
to the lower levels, saving them the effort of 
having to slaughter hundreds of orcs, 
kobolds, green slimes and lesser undead. 

Beyond sales figures alone, Wizardry was 
an event for the fledgling home-computer 
community. Even nongame players found 
the Sir-Tech software intriguing. It was pro- 
grammed in Pascal, when just about all of 
its contemporaries were in Apple II machine code or Applesoft 
BASIC. While most games were crammed into one file, Wiz- 


ardry's nearly constant disk access allowed for color drawings of 


all creatures and an enormous dungeon. Heralding what would 
become a necessary obsession for the gaming industry, it had 
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nearly unbreakable copy protection. Under- 
ground bulletin boards and user groups were 
flooded with Locksmith codes for the game 
that would be the true test of software pirates. 
Over the next several scenarios, Sir-Tech used 
disk-based protection and barely readable red 
booklets before finally switching over to docu- 
ment-based protection in Crusaders. Just in 
case people thought Sir-Tech was overly para- 
noid about copy protection, copies of Dun- 
geons of Despair found their way to Apple 
computers. Apple then offered Sir-Tech the 
chance to publish the final game. Its diligence 
continued to pay off, as shown when broken copies of Ultima III 
hit user groups before the game was on store shelves. 

ASCII's conversion of Proving Grounds to the NES was identi- 
cal, if not better. Spells were selected from menus rather than 
typed in, and the cartridge-based medium-—rather than disk- 
based—made game play lightning quick. 

Wizardry's second scenario, Knight of Diamonds, by defini- 
tion could not be the groundbreaker Proving Grounds was, but it 
had its share of innovations. Not only were players allowed to 
transfer characters from Prov- 
ing Grounds, they could not 
play Knight of Diamonds with- 
out characters from the first 
game. A dubious marketing 
move in today’s RPG-flooded 
market, it was a brilliant move 
at the time, keeping both 
games on store shelves far 
longer than any other enter- 
tainment software. The NES 
version begins with newly cre- 
ated characters, but, in an ef- 
fort to preserve the high-level 
atmosphere, ASCII is market- 
ing Knight of Diamonds as “the 


BARNUM 



































SEPTEMBER 1992 * 93 





world's most challenging FRP 
simulation for the NES." 
Legacy of Llylgamyn gave the 
public “Window Wizardry” 
screen presentation, It was criti- 
cally praised, but, by preceding 
the Apple Lisa (the precursor 
of the Macintosh and 
Windows), nobody was able to 
appreciate what a develop- 
ment it was. Currently avail- 
able for the NES in Japan, 
Legacy is being developed for 
American markets. 
Wizardry’s fourth sce- 
nario, the expert-level Re- 
turn of Werdna, was accom- 
panied by serious personal 
conflicts at Sir-Tech that 
led to the departure of the 
old programmers and law- 
suits that still have not 
been settled. 





AEN Enter David Bradley, a 

AN i 
Not bee longtime role-player and 
—— a board gamer whose first 
au z 1 computer game, Parthion 
= ms’ | Kings, had just been pub- 

/ = 
pou Ee a lished by Avalon Hill. 
— — — rA 
Ex — Bradley approached Sir- 
e CET Gamy 


Tech with his own fantasy 
role-playing system. They 
examined it for a long time 
before asking him to con- 
vert it to Wizardry. This 
game would become Heart of 
the Malestrom. Though it was 
similar in appearance to the 
other scenarios, Bradley re- 
programmed about two- 
thirds of the Wizardry system. 
Still graphically primitive for 
the market, Bradley’s innova- 
tions were obvious: Nonplayer 
characters could be spoken to 
and bargained with, instead of 
simply killed. In fact, Bradley 
provided players with written 


Chris Appel's alien characters 
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histories, which had 
the humor and life that 
was desperately needed 
in the games. 

Heart of the Male- 
strom’s moderate suc- 
cess, coupled with the 
competition’s superior 
technology, convinced 
Sir-Tech to let Bradley 
completely reinvent 
the game. Everything, 
from the ever-present 
character meeting place, Gilgamesh’s Tavern, to the goofy spell 
names, was eliminated, ensuring no link to previous scenarios 
other than the name on the box and the publisher. Animated 
graphics were added along with the new spell system, which 
divided incantations into six realms: earth, fire, air, water, di- 
vine and mind. And, though Bradley wanted to start adding 
some of the science-fiction elements now appearing in Cru- 
saders, he knew that a new system and an entirely new realm 
might alienate some players, and, thus, he used a vampire sce- 
nario he had wanted to write into the game for years. The re- 
sult, Bane of the Cosmic Forge, was an enormous success, but 
still had flaws. The animation was choppy and limited in color. 
The mouse interface was added almost as an afterthought and 
made typing in commands seem preferable. With Crusaders, 
all the previous flaws are eliminated. The redefined Wizardry 
has proven itself a worthy successor to the old system, artisti- 
cally and, given Bane’s success and retailer interest in Cru- 
saders, financially, too. 

As immense as its world is, Crusaders is simply the prologue 
to an even more ambitious story that will begin in the next vol- 
ume of Wizardry. Not that anyone expects Crusaders to disap- 
pear quickly—Sir-Tech is working on potential translations into 
Chinese, German, Italian, Japanese and Spanish. Crusaders play- 
ers having difficulty will be able to call Sir-Tech at a non-900 
number or wait for the clue book. And as for general hints, the 
best come from Sir-Tech Vice-President Robert Sirotech: "Put 
two dracons in the party and have patience." & 
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come home from a long day at the 

office or school and you plop down 
on your favorite couch for a little TV 
and relaxation. But instead of spending 
another evening with the Cosbys, 
you're presented with a menu offering 
access to a slew of information and 
entertainment. It was a particularly 
tough day, so you crave a little 
entertainment. You select your favorite 
game, Fleet Commander, and suddenly 
you're in a completely different world. 

As the Fleet Commander you take 
the helm of an entire battle group. 
Poring through a morass of infor- 
mation within different video displays 
and verbal reports, you make strategic 
decisions that will determine the fate 
of thousands of people and ultimately 
the war. Suddenly, you hear the roar 
of jet engines and the whoosh of the 
catapult. As quickly as you can, you 
switch your view just in time to see 
the first of four F-14 Tomcats you 
ordered to launch go screaming into 
the sky. 

But there's more to this electronic 
world than you bargained for. Just 
two years earlier, you joined the 
electronic Navy as an A-6 copilot. In 
that time, you earned the respect of 
your peers with each successful 
mission. Now, two years later, you're 
a veteran of two "battles." The 
promotions and commendations 
you've received have now given you 
the privilege of commanding the 
battle group you see before you. 

You're not alone. Looking down on 
the flight deck, you see the second F-14 
take off. The Tomcat is piloted by Eric, 
a dentist in North Carolina, who joined 
your electronic universe only three 
months ago. Rookie. 

Eric started out manning one of the 
radar terminals in the Navy's version of 
the AWACs, the E3-C Hawkeye. After a 
few months of directing aircraft in battle, 
Eric put in a request to be transferred to 
Miramar, the Navy's pilot-training 
facility. Two weeks of intensive training 


[^ for a moment that you 
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ENTERTAINMENT: 
THE NEXT 
GENERATION 


BY DARON STINNETT 


Starting with this issue's column, 
VG&CE gives the game industry a 
chance to speak out on pertinent 
issues. Each month, Inside Gaming 
will be a behind-the-scenes sounding 
board of what's taking place within 
the electronic-gaming community. 
Rather than speculation written 
from the outside, it will be written 
by someone with knowledge from 
inside the business. 


gave him the skills he would need to 
intercept and destroy any enemy aircraft 
that stray into his patrol area today. 
You're glad he's on board. 


IT'S A TOUGH JOB, 
Bur Someone’s GorrA Do IT 
If the above scenario sounds in- 
triguing, you're in for a big surprise. In 


the next few years, expect to see the 
appearance of the technology needed 
to support such an experience. Though 
the concept is hardly new—interactive 
"worlds" have been accessible for 
years through networks—few sages 
within the industry thought the 
technology would come so far so fast. 
In the next three to five years, most 
Americans (i.e., anyone who has a 
television) will have bidirectional digital 
communication in their homes. It could 
come from your phone company, your 
cable company or a small satellite dish 
in your window, but it is coming. 

The "electronic battlefield" de- 
scribed previously is just one of the 
many possibilities in this emerging 
technology. One can imagine troop, 
tank, helicopter or submarine simu- 
lators, all linked in real time, working 
toward a common goal. In a truly 
interactive experience, you participate 
with hundreds, maybe even thousands 
of other people in this computer- 
generated world. Not just battlefields, 
but entire economic and political 
worlds can be modeled. We're not 
talking computers with modems here, 
but your everyday, common television 
set. Hey, it beats the heck out of the 
home shopping network. 

Interactive games and simulations 
found in any one of various existing 
products form the models upon which 
this technology is based. For instance, 
GEnie's Air Warrior lets you participate 
in multiplayer, fast-action air combat. 
Then there's The Sierra Network, a dial- 
up service offered by Sierra On-Line, 
allowing members to play a number of 
multiplayer games, including Red 
Baron, a World War | air-combat 
simulator. Our own Falcon 3.0 offers 
the ability to link up through a network 
and fly joint missions with as many as 
five other players. 

Spectrum HoloByte is developing its 
simulation products from the ground 
up as multiplayer games. Falcon 3.0 is 
the first in a series of simulations that 
allow multiple players to link up 
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through modem, 
direct connect or a 

LAN and participate in a common 
battle. This form of simulation is 
known as a distributed simulation 
because the systems supporting it— 
the individual vehicle simulations— 
may be distributed over local or 
large distances. 

We first encountered this concept a 
few years back while developing an 
F-16 simulator for the Department of 
Defense. During the research for the 
project, we discovered a U.S. Army 
training facility called SimNet that 
allowed many individual M1-A1 tank 
simulators to be connected for group 
training exercises. The project has now 
advanced to the point where SimNet 
sites around the world can join in an 
ongoing training exercise on a single 
virtual battlefield. When we had a 
chance to try SimNet for ourselves, it 
was clear that a personal computer 
form of this system could have a 
tremendous impact on our simulations. 

Thus was born the Electronic 
Battlefield System, Spectrum Holo- 
Byte's version of SimNet, and it offers 
a glimpse of where we'd like to see 
interactive gaming go. We've spent 
thousands of man- 
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hours researching 
and developing a communi- 
cations protocol that will let anyone 
connect multiple simulations and 
eventually even simulations from other 
developers. Together, these products 
are laying the groundwork for the 
software that will be needed to drive 
large-scale, TV-based simulations. 


THE Future Is Now 

While there's been plenty of talk 
about how home TV-based networks 
will let us shop, pay bills, scan the 
news and access video encyclopedias, 
very little has been said about their 
entertainment potential. An apt 
análogy could be made to the advent of 
radio and television: Both were 
envisioned, not as 
sources of enter- 
tainment, but as functional 
replacements for the 
telephone. As we all know, 
entertainment emerged as 
an overriding force behind 
each of these innovations. The 
same phenomenon will occur in 
the home-information arena: Interac- 
tive entertainment will become a 
normal part of everyday life, just as 
watching TV is now. 

When will we have a chance to 
experience all of this? Sooner than 
you think. Many businesses 
and some homes in the 
United States have 
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already converted to digital 
phone lines. Within the 
year, we'll begin to see the 
home electronics needed to 
support this new form of 
entertainment. And the work being 
done in the area of interactive 
entertainment by companies such as 
Spectrum HoloByte, Sierra On-Line and 
GEnie means the software to drive the 
hardware is not far behind. Eventually, 
TV-based networking will spread 
worldwide, bringing a whole new twist 
to the futurist concept of the global 
village. And, once it begins, the gaming 
world will never be the same. 





Daron Stinnett is a product manager 
for Spectrum HoloByte, where he 
oversees the research and develop- 
ment of all of the company's flight 
simulations and related products. & 

















We hope you like this new format, 
and your feedback is appreciated. 
Please send your comments or 
suggestions for subjects to be 
dealt with in future installments of 
inside Gaming to: VG&CE, Attn: 
inside Gaming, 9171 Wilshire Blvd., 
Suite 300, Beverly Hills, CA 90210. 
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COMPUTER ILLUSTRATION BY DELORES ANDERSON 





Darkseed 
CYBERDREAMS 
Version: IBM PC ($69.95) 





Anyone who has seen the Alien movies, 
read the comic book 
or simply watched 
television or read the 
newspaper is familiar 
with H.R. Giger’s 
work. What most 
people don't realize is 
that the creature that 
terrorized Sigourney 
Weaver through three 
movies represents his 
more restrained 
artistry. Giger is at his 
best when combining 
biology and mechani- 
cal objects, making 
the dull-gray tone of 
his work far more horrifying than 
any bloodred-splattered game. 
Giger in fact would only allow his 
works to be transferred to com- 
puters in high-resolution mode 
(640 x 350). 

In a story that borrows liberally 
from H.P. Lovecraft, the player as- 
sumes the role of science-fiction 
writer Mike Dawson (also the 
name of one of Darkseed's design- 
ers), whose mission is essentially 
defined in the. opening nightmare 
sequence: The ancient race of 
biomechanical creatures has sur- 
gically implanted an embryo in his 
brain that could facilitate its 
takeover of our world. As the em- 
bryo grows and Mike's headaches J 
become more intense, he must 
‘find his way into the dark world 
and a way to defeat the creatures 
whose horror dwarfs that of his 
tweed jacket and cheezy mous- 
tache. 

Atmosphere is key in Darkseed. The 
"normal world" scenes are tinted brown 
and framed by theater curtains and chis- 
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eled marble. The Dark World scenes ap- 
pear as if they were shown on one of the 
ancient creatures’ televisions. Even better, 
since the Dark World mirrors the normal 
world, every location in the normal world 
has an analogous one on the alien frontier, 
creating an artistic link that is key to the 
story. Gregory Apler’s score is an appropri- 
ate mix of high-tech pop and soundtracks 
from vintage 1930s horror movies, which, 
thankfully, they didn’t even attempt to 
replicate on a PC speaker. Those without 
sound boards are still treated to audible 
digitized voices and sound effects that are 
especially haunting without the music. 

Darkseed's writers must have realized 
that a potential overkill of disturbing im- 
ages might cause the player to view the 
game as camp, and they added the neces- 
sary humor to prevent this. Between the 
science-fiction in-jokes, graveyard humor 
and Twin Peaks style neighbors, one might 
almost forget that those large, gray sacks 
contain embryos—until they start moving. 

Darkseed may be an exceptional story- 
teller, but it is not quite as outstanding as 
a game. Because so much of the game 
concerns not what Mike Dawson is doing 
but what is happening to him, one would 
expect more directions, if not overbearing 
hand-holding. Instead, Mike is left to wan- 
der, trying to anticipate events at least 24 
hours from the present. This freedom 
hints at a scenario with multiple endings, 
but, in that case, there should have been a 
flood of worthless actions—especially 
those that would not have required any 
additional art. The nightmares would have 
been perfect opportunities to foreshadow 
clues, but, instead, we get gratuitous 
transformation scenes. 

Because the art is so encompassing, it is 
very difficult to tell parts of the puzzle from 
the background, making it necessary to run 
the pointer over most of the screen—a pro- 
cess that can be dreadfully slow on sys- 
tems without a mouse. Otherwise, key 
items like bobby pins and levers would 
never be found. Like the multidirectional 
feel to the game play, some may find this 
obscureness to be atmospheric—but most 
will find it frustrating. 

Building a story line around art is never 
easy, especially since animation and music 
are considered more important than the 
plot in too many adventures. Nevertheless, 
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atmosphere is the story line of Darkseed, 

and any nightmares caused by this occa- 

sionally frustrating game will be far less in- 

teresting than the biomechanical horrors 

living in a realm far too similar to our own. 
—David S. Moskowitz 

Merit Software 

13635 Gamma Road 

Dallas, TX 75244 

(214) 385-2353 


Mutant Beach 


INLINE DESIGN 
Version: Macintosh ($59.95) 





An enchanting tropical blend of puzzle 
solving and animated antics, Mutant 
Beach, from Inline Design, is a beautifully 
drawn game. Native Nick, the player, is a 
carefree dude on a peaceful island with 
spirited reggae music and jungle sounds 
to keep him company. Hey, mon, this is 
the life! While out on his canoe catching 
some rays and maybe a fish for dinner, 
Nick finds a desperate message floating in 
a bottle. 

“Help!” it reads, “The Jeweled Nose of 
the island's Great Stone Idol Mohawk has 
been stolen." With his nose more than out 
of joint, vengeful Mohawk has relin- 
quished power over 12 troublesome idols 
who dwell in Idol City. No longer under 
Mohawk's influence, the idols have trans- 
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formed all of the villagers into 
stone mutants or other strange 
creatures. This is not good news 
for tourism! 

As the only remaining human 
left on the atoll gone amok, Nick 
must race against the clock and 
locate specific items and spells 
strewn about the island. If he can 
figure out how to return the dei- 
fied proboscis to Mohawk, the 
curse will be lifted. If time runs out, Nick 
can look forward to life as a mutant rock. 

The quest begins on the Gate of the 
Isle. From this scenic starting point, Native 
Nick must first explore the island to find 
Idol City. Fortunately, Nick can schmooze 
with the neurotic idols, who are not above 
bribery. The idols provide Nick with 
hints—cryptic and straightforward—about 
which items will make them reveal their 
secrets. In return for the gifts, the idols 
give Nick spells and information about 
how to overcome other idols who stand in 
the way of returning the stolen Nose. But 
some idols are downright dangerous, so 
watch out! 

Once Nick sort of knows (by process of 
elimination) what items to look for, he be- 
gins searching the island's three main 
sites. Making a map and a checklist of 
what the idols want is helpful, but leaving 
no stone unturned and exploring every- 
where is crucial to winning. 

Nevertheless, Nick's mission is not 
easy. The schizoid idols have sent mutated 
creatures, such as a froglike alligator, a 
daffy galosh-wearing vulture and other 
oddities, to "zonk" Nick and steal his stuff 
(i.e., things he picks up in the course of 
solving the mystery). These items are ordi- 
nary objects such as coconuts, bananas, 
grapes, rubber duckies and other stuff, 
which, if taken by a mutant, must be found 
all over again—a major bummer. 

Because Mohawk has put a spell on all 
objects, the items Nick must find aren't 
visible on the screen. 
Players must use 
magic of their own to 
locate the items. How 
to get these special 
spells is part of figur- 
ing out the game. 
Talking to idol types 
wherever Nick en- 
counters them pro- 
vides useful hints. 
Nick can carry as 
many spells as he can 
find, but can hold 
only a few objects at 
a time. Deciding what 
to carry should be 
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based on what the idols want in exchange 
for clues. 

Nick has some defenses against the 
thieving mutants. He can either get out of 
the way, duck or "bonk" a mutant, stun- 
ning it long enough for a getaway. If a mu- 
tant steals some of Nick's stuff, the item 
taken is, in most cases, precisely what 
Nick needed to give a specific idol. If Nick 
puts down an item or loses it to a mutant, 
he must scout the area where he first 
found the item to reclaim it. 

Nick is controlled via the keyboard, nu- 
meric keypad, mouse or a combination of 
all three, with convenient keyboard equiv- 
alents for both right- and left-handed play- 
ers. An unobtrusive information bar on the 
bottom of the screen includes status on 
stuff and magic spells, inventory, time re- 
maining and a dialogue window for con- 
versing with the idols. 


Pinball Dreams is the most 


- GAME 


Trouble in paradise? There’s a lot of startlingly accurate video 
having Nick go back and forth, walking translation of the pinball 
around, picking things up and putting experience yet. 


them down—repetitive ac- 
tions that may bug impatient 
players. A minor crackling 
noise sound glitch some- 
times occurs when moving 
from one island scene to an- 
other or doing some activity, 
such as giving an item to an 
idol. When the game starts, 
the opening title screen says: 
“creating island.” This may 
be misleading, as the island 
is always the same. Mutant 
Beach would be more involv- 
ing and challenging if the 
island layout were different 
each time an island was 
“created.” 

The game is played in real 
time, meaning no other appli- 
cations can run in the back- 
ground while playing the 
game. Games can be saved 
for play later without penalty. 
Players can toggle from the 
default one-hour time limit to 
either a frenzied half-hour for 
puzzle mavens or a full 90 
minutes—a feature most be- § 
ginners will appreciate. 

Mutant Beach is stellar on 
a 256-color monitor, which 
' brings out the vibrant colors 
and subtle hues of the island. 
Nick can also cavort in black 
and white on a Mac Plus and 
in color on any Mac ll or LC. 
Minimum requirements are 
System 6.07 or later, two 
megabytes of RAM and a 
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hard disk. The complex, four-channel 
stereo music soundtrack (System 7 re- 
quired) is wasted on the Mac's measly in- 
ternal speaker. Players with speedier ma- 
chines, such as a Mac llsi with at least five 
megabytes of RAM, should plug a set of 
MacSpeaker compact speakers into the ` 
computer's audio jack for a sensational 
aural experience. 

Mutant Beach is a breezy way to get 
marooned on a mysterious, faraway island 
without leaving the Mac desktop. Players 
saving the day in the "Nick" of time can 
say: Hey, mon, we are livin' it up pretty 
good now. 

And that's no "idol" talk. 

—Maxwell Eden 
Inline Design 
308 Main St. 
Lakeville, CT 06039 
(203) 435-4995 


21ST CENTURY ENTERTAINMENT 
Versions: Amiga ($39.95), 
IBM PC ($39.95) 
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Since the dawn of the home-video age, 
arcade operators have been beeping and 
squeaking about how home gaming was 
going to kill their business. Fortunately, 
the arcade apocalypse never fully came to 
pass—partly due to continually evolving 
technology and partly because the arcades 
are the last bastion of the gaming 
world—pinball machines. 

Pinball is a 3-D exercise in immediate 
and tactile gratification and, therefore, is 
quite difficult to translate to video. The 
very nature of a free-rolling steel sphere 
offers infinite possibilities in game play, 
without all that tedious mucking about 
with hidden rooms and boss monsters. 
Where manipulating a joystick is as excit- 
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ing as shaking hands, pinball is like a vio- 
lent massage. 

Now, 21st Century Entertainment, a Eu- 
ropean software house, has set up shop in 
the U.S. and has released its first smash 
hit—Pinball Dreams. Arcade operators fi- 
nally have legitimate cause to tremble; 
Pinball Dreams is the most startlingly ac- 
curate video translation of the pinball ex- 
perience yet. Everything from table design 
to ball physics has been faithfully recre- 
ated and crunched onto two disks, turning 
the humble Amiga into a full-fledged pin- 
ball simulator. 

In keeping with the "dreams" portion of 
its title, Pinball Dreams features four dif- 
ferent tables based on common flights of 
fancy: Ignition indulges the player with 
dreams of space travel; Steel Wheel is set 
in the railroad-buildin’ days of the Old 
West; Beat-Box fuels fantasies of fame and 
fortune as a rock musician; and Nightmare 
beckons the player to spend a night in a 
creepy graveyard. Each table is distinctly 
different in both structure and skill level, 
but all are immensely playable. Night- 
mare's table, im fact, has been loosely 
“lifted” from Williams’ mega-hit 72 pin- 
ball—with different graphics, of course. 
Each table has its own in-game music, 
along with sampled speech and sound ef- 
fects. Game play is fast, furious and diffi- 
cult to convey in words because pinball is, 
after all, pure'action. 

Either the mouse or cursor down 
arrow may be used to put the ball in 
play, while flippers are controlled by left 
and right Shift, Alt or Amiga keys. The 
tables scroll vertically to keep the ball 
in view, and tapping the space bar 
nudges the table, providing some En- 
glish to the ball—though overly enthusi- 
astic nudging will TILT the game. Scor- 
ing for one to eight players is kept on a 
simulated LED display at the top of the 
screen, along with the bonus awards 
and some clever graphic messages. The 
usual rules apply to all four 
tables—shoot the ramps, light the tar- 
gets and flip the flippers—anything to 
keep the precious ball in play. 

This is game playing in its purest 
form—with no level codes, hit points, 
roster disks or restart points. Like 
actual pinball, Pinball Dreams is delir- 
iously addictive, and the urge to play 
. “just one more game" is absolutely 
undeniable. 

—Scott Wolf 
21st Century Entertainment 
P.O. Box 415 
Webster, NY 14580 
(716) 739-0998 
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MILLENNIUM 
Versions: Amiga ($49.95), 
IBM PC ($49.95) 





From Chris Crawford's Balance of the 
Planet to SimEarth, computer games have 
begun to incorporate environmental prob- 
lems in their civilization simulations, 
which now include Global Effect from Eng- 
land's Millennium Software, a game that 
challenges the player to build an environ- 
mentally friendly civilization on an enor- 
mous, unpopulated world in any of 14 dif- 
ferent scenarios. 

These scenarios break down into three 
primary categories: Create a World, where 
players select one of nine planets, each 
with its own set of resources and trials (the 
ninth, "greenfield" world has its geology 
and resources determined by the player); 
Save a World from one of four environ- 
mental disasters within a limited time 
frame; and Rule a World, working against 
the industrial or military actions of a com- 
puter opponent. The Create a World sce- 
narios offer the possibility of head-to-head 
play via data link, while the other scenarios 
are solitaire against the environment—or 
human player vs. computer player. 

Game play is icon-driven, with 36 build- 
ing icons ranging from city blocks to 
power stations to trees. Players 
try to build cities that are well 
powered and serviced, but do not 
damage the environment too 
severely. Reporting the planet's 
health is done by eight different 
maps that record everything from 
pollution levels to global warm- 
ing. These maps demonstrate Ef- 
fects strongest points—the inter- 
face is friendly and the graphics 
are excellent. 


Global Effect is an 
attractive, ambitious 
game that seeks to 
address some real 
problems. 
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The first challenge, and possibly the 
toughest, is building the first city. Each sce- 
nario supplies a limited amount of power, 
which every action consumes. Spending 
must be balanced between services and 
power. Further complicating the matter is 
the tendency for cities to grow on their 
own, stretching power sources even fur- 
ther and sometimes blocking planned con- 
structions. Overexpansion is the primary 
cause of complete exhaustion of the 
player's power—and a quick endgame. 

Even when contained, power distribu- 
tion within a city is difficult to maintain, 
and the documentation gives little or no 
information on why some power configu- 
rations are insufficient, which can lead to 
excessive player frustration. 

Once the first cities are built and gener- 
ating power, the player's position be- 
comes quite strong, allowing more expen- 
sive items to be built, such as military 
complexes. Natural power (wind and 
solar) can be made more efficient and 
used to replace highly polluting fossil 
fuels. Once this is done, environmental 
problems diminish, with the exception of 
CO? and global warming, which are partic- 
ularly difficult to combat (this reviewer 
carpeted half the planet with trees and 
still! could not reverse the process). Once 
again, the documentation does not give an 
adequate explanation of what can be done 
to fight this. 

The military part of Global Effect suffers 
from a poor integration into the temporal 
flow of the game. For example, a missile 
can take two game years to reach its target. 
Nuclear war causes contamination and pre- 
vents work in affected areas, but it doesn't 
appear to affect city expansion. It is a 
bizarre sight to see new cities pop up 
within a year or two on the site of a nuclear 
explosion, while, at the same time, it is im- 
possible to rebuild power stations or ser- 
vices because the area is too contaminated. 

In the end, Global Effect is an attractive, 
ambitious game that seeks to address 
some real problems. It is hampered, how- 
ever, by insufficient documentation, im- 
perfect integration of its various parts and 
inconsistencies in logic, as well as the lack 
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of an endgame option that would 
give a summation of the player's 
performance to that point before 
quitting. Global Effect is Millen- 
nium's first release in America, 
and it shows promise. Hopefully, 
future releases will be able to 
avoid the obstacles that prevent 
Global Effect from being as good 
as it could be. 

—David Eadington 
Electronic Arts 
1450 Fashion Island Blvd. 
San Mateo, CA 94404 
(415) 572-ARTS 


Aquaventura 


PSYGNOSIS 
Version: Amiga ($49.99) 
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| first saw Aquaventura when Psygno- 
sis demonstrated it at the Summer CES 
about six years ago. As far as | know, it 
holds the record for the longest lag be- 
tween announcement and ship date of 
any game. (It has also been a never-end- 
ing source of jokes for me to aim at Psyg- 
nosis.) The game l've been playing now 
doesn't much resemble what | saw at the 
CES so long ago, which was mostly an 
unfinished demo with what were, for the 
time, the most extraordinary graphics 
and animation l'd ever seen. Psygnosis 
ran into constant delays and technical dif- 
ficulties that ultimately proved to be tech- 
nical impossibilities. The: project was 
shelved for several years and then re- 
vived as an almost completely different 
game. It isn't exactly what | expected, but 
it is a more than respectable addition to 
any arcade gamer's collection. 

Aquaventura is essentially a 
3-D variation on Defender. 
There have been other games 
based on the premise, but few 
that have done it better. It has 
us the usual post-apocalyptic plot, 
which is set out in the manual 
with great wit. Unfortunately, 
the rest of the documentation 
isn't quite accurate, but the 
game is easy enough to figure 
out that you won't waste much 
time learning it. It seems that 
the only survivors after the nuclear holo- 
caust were the inhabitants of eight under- 
water research labs, and, if the nukes 
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weren't bad enough, a bunch of maraud- 
ing space aliens have taken over what lit- 
tle is left. The player flies around a land- 
scape or, in this case, a waterscape, 
destroying panels that spawn enemy 
ships. There are other installations to blast 
into oblivion, too, and, finally, in typical 
Eurogame fashion, a super-nasty at the 
end of the level. Once you do that, you 
enter a water tunnel to the next level. This 
is classic arcade fare. 

One of the biggest gripes ! have with ar- 
cade games that involve flying or otherwise 
steering a fast-moving vehicle is that the 
programmers presume the player has the 
reflexes of a ten-year-old and has nothing 
else to do in life but practice their game. 
Aquaventura doesn't make that mistake; its 
control strikes exactly the right balance be- 
tween speed (there are ten velocity set- 
tings) and maneuverability. | should note, 
though, that | encountered some jerkiness 
when | turned on my joystick’s continuous 
fire; but that won't be a problem if you 
don't use one. The designers have included 
two different joystick control methods—a 
considerate touch: | didn't have much trou- 
ble getting through the first couple of levels 
of this moderately difficult game, and | ex- 
pect l'Il finish the game as soon as | can 
lock myself away for a Saturday. 

Graphics and sound have always been 
what sets Psygnosis' games apart from 
the crowd, and Aquaventura is no excep- 
tion. Still, while it'S understandable given 
the setting, | do think the graphics are a lit- 
tle dark. | turned up the brightness on my 
monitor three times while | was playing, 
but had to give up when the color started 
washing out. The saturation should have 
been cranked up when the colors were 
darkened for atmosphere. The graphics 
are a combination of bitmaps and polygon 
objects, something that has become com- 
mon recently. Your ship and some of the 
alien installations are polygons, but the 
alien ships and some other enemies are 
scaled, animated bitmaps that are bril- 
liantly done. I'm particularly impressed 
with the end-of-level creatures—they're 
composed of spheres and must be blasted 
apart sphere by sphere. 

Aquaventura isn't one of Psygnosis' best 
games, but then again, even Psygnosis' sec- 
ond-string games are miles beyond most 
others on the market. For sheer arcade plea- 
. sure, Aquaventura is a sure bet. I’m a little 
sad that it finally came out at all. Now what 
am | going to razz Psygnosis about? 

—Tom Malcom 


In Crisis in the Kremlin, the 
gamer has to keep the Soviet 
Union from falling apart. 





Psygnosis 

29 St. Mary’s Court 
Brookline, MA 02146 
(617) 731-3553 
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Crisis in the Kremlin is a game that 
makes you the leader of the Soviet Union 
in 1985. You begin the game by aligning 
with a political faction of the Communist 
party: hard-liners, reformists or national- 
ists, and, after that, it is up to you to follow 
your faction's political agenda. You not 
only have to keep the Soviet Union run- 
ning, but improve it while keeping other 
political factions out of your way. 

The hard-line faction wants to keep the 
traditional authoritarian regime. Re- 
formists realize that there are problems 
with the old system's central authority but 
that there are some good things about the 
Soviet Union that shouldn't change. The 
nationalist faction believes in the estab- 
lishment of political autonomy on the local 
level and an economic system based on 
free enterprise. 

The game is a struggle between satis- 
fying the other political factions and fol- 
lowing the chosen political agenda. A 
successful player improves the country's 
economic performance, based on 40 
items in the budget and ten types of poli- 
cies. These factors also affect the coun- 
tries of the Warsaw Pact and other Com- 
munist regimes. 

Accomplishing all these 
goals is not easy. Even when 
things improve, a crisis might 
occur that will cost money and 
political power if.not handled 
properly. Every year speeches 
stating the Soviet Unión's pol- 
icy are made and then backed 
up with appropriations in the 
Soviet budget. There is a lim- 
ited amount of money to 
spend, so changing the budget 
becomes a compromise. If the 
policies followed improve the 
economy, there will be more 
money to spend on the follow- 
ing year's budget. 

The game's interface is easy 
to use. To write a speech, sim- 
ply go through the ten different 
policies ranging from style of 
government to the type of 
wage controls on workers' 
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The budget can be manipulated on an 
item-by-item basis, or the entire budget 
can be cut or increased at once. All 
global changes in the budget are dis- 
tributed pro-rata among all of the items. 
It is very easy to follow all of the indica- 
tors and conditions of the world from the 
game screen. The screen is divided into 
eight different areas, each showing dif- 
ferent information the player needs to 
follow about the Soviet Union. A click of 
the mouse will bring up more details 
about a selected item. From time to time, 
news reports from around the world will 
be shown in a small screen that pops up. 
Friends and ministers send other infor- 
mation that will help in decisions about 
the actions to take to improve the Soviet 
Union. | 

This game is a pure strategy game; 
there are no arcade sequences. The only 
animation comes from TV news clips from 
countries around the world. Crisis in the 
Kremlin is a game that has appeal to seri- 
ous strategy players. The sound and 
graphics are nice but don't affect game 
play. Players will probably turn off fea- 
tures like viewing news stories and receiv- 
ing letters, especially after playing the 
game a few times. 

—John Schnyder 
Spectrum Holobyte 
2061 Challenger Drive 
Alameda, CA 94501 
(510) 522-3584 
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Road & Track 
Presents Grand Prix 
Unlimited, by 
Accolade, is one of 
the few driving 
simulators to detail 
the aspects of the 
Formula One cars. 
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Road & Track Presents 
Grand Prix Unlimited 


ACCOLADE 
Version: IBM PC ($59.95) 
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This year promises the release of sev- 
eral new driving simulators from various 
developers, and among the first to arrive 
is Accolade’s Road & Track Presents 
Grand Prix Unlimited, a partly realistic 
look into the rigors of Formula One racing. 

Grand Prix Unlimited offers the player 
three choices upon initial boot up: race in 
World Championship, race a single track 
or try being the architect of a course. How- 
ever you look at it, you're either racing 
or building. 

The driving aspect varies little from pre- 
vious simulators, except for the customiza- 
tion of each of the five cars given. These 
adjustments may be made in several cate- 
gories, including the view level, brake ac- 
tion, radius-steering, wings (airfoil), tires 
and gears. By careful adjusting for each 
track, you'll tailor the individual car to per- 
form best on tracks with tight turns or 
those with long straightaways, including 
optimum performance settings for the vari- 
ous weather conditions provided within 
the game. For instance, setting the tires to 
heavy treads allows for the best grip on 
wet surfaces, while proving to be more of 
a hindrance on dry surfaces. Though mak- 
ing subtle adjustments for each car cer- 
tainly sounds challenging, it all really boils 
down to common sense (and a proper 
understanding of the manual). 

The actual driving proved to be some- 
what difficult, even when using the op- 
tional joystick. As flight simulator buffs 
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would know, the keyboard is 
not the best input device for 
precision flying (or driving, 
for that matter). Though the 
joystick yields much better 
results, | was disappointed to 
find out that neither of the 
fire buttons are used for ac- 
celeration or braking: Not 
only must you steer left and 
right, but you must push for- 
ward to simulate the gas ped- 
die and pull back to brake. 
Driving would be a lot more 
efficient if the player only had 
to contend with moving left | 
and right, while keeping a 
button pressed. The route 
Grand Prix Unlimited took 
was certainly not the best use 
of the joystick—and a waste 
of the buttons as well. 

The course design, some- 
thing Accolade is well known 
for in its games, allows the 
unlimited construction of any 
number of racetracks. Using simulated 
blueprints, track pieces are placed on a 
simulated grid, and the option to add 
scenery such as buildings or signs is given. 
Numerous track pieces are available, and 
the unlimited construction of racetracks al- 
lows for player experimentation beyond 
the tracks provided. 

An instant-replay feature is also avail- 
able to assess performance and to watch 
those nasty crashes. Chances are, you'll 
be using it to watch the latter from every 
possible angle and degree of zoom. 

Graphics are appropriately drawn, and 
graphic speed remains relatively high, es- 
pecially with the variable detail setting. 
Faster systems will enjoy a new sense of 
driving realism, and you'll get a real kick 
out of the gently sloping hills that will get 
a few "oohs" and "ahs" from those who 
have experienced hitting dips in roads. 

The ongoing soundtrack, though catchy 
at first, becomes a real bother during ex- 
tended plays. Fortunately, the option to dis- 
able the music is present. Unfortunately, 
the sound effects are mediocre at best, and 
the engine hum sounds more like a muffled 
soprano than the rumbling sounds of a 
500-horsepower Formula One engine. 

While Grand Prix Unlimited is one of 
_ the few driving simulators to detail the as- 
pects of the Formula One cars, it proves to 
be more of an arcade-game experience 
than one of detailed simulation. There is 
no managing of team funds or replace- 
ment of broken parts; instead, the focus is 
on the driving aspect of Formula One, and 
it is achieved with average success. For 
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pure enjoyment of driving at high speeds, 

Grand Prix Unlimited fits the bill; but a 

step out of the mold of traditional racing, 

providing something beyond visual appeal 

and fast graphics, would have been neces- 

sary to set this game apart from the rest. 
—Danny Han 

Accolade 

5300 Stevens Creek Blvd. 

San Jose, CA 95129 

(408) 985-1700 


Gateway 


LEGEND ENTERTAINMENT 
Version: IBM PC ($59.95) 





Back in the mid-1980s, Frederik Pohl, a 
renowned science-fiction author, pub- 
lished a book called Gateway. The book 
got its name from an abandoned alien 
space station that berthed hundreds of 
alien ships, each of which was prepro- 
grammed to reach a specific, unknown 
destination. 

Pilots, looking for fame and fortune, 
volunteered to ride the ships to their un- 
known destinations in search of Heechee 
(the name given to the aliens) artifacts. 
Some pilots returned with priceless cargo; 
some returned with nothing; some re- 
turned not at all. 

If this story line sounds intriguing, 
you'll be glad to know that Legend Enter- 
tainment has released a computer game 
based on Pohl's fascinating story. Fans of 
the Heechee saga (which has grown to in- 
clude several sequels) can now climb 
aboard the strange alien crafts and take 
their chances in the cosmos. And, in this 
graphic adventure, you'll not only go in 
search of artifacts, but also discover a ter- 
rible Heechee secret. 

Unfortunately, as an adventure game, 
Gateway is a bit behind the times. When 
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you first load it, you won't be greeted with 
the usual point-and-click, iconic interface 
so popular in adventure games these 
days. Although a mouse is fully sup- 
ported, Gateway is really an old-fashioned 
text adventure to which a graphic window 
has been added. If you like, you can use 
your mouse to click on words in a word 
list in order to form commands. However, 
this type of input is clumsy, and anyone 
with even limited keyboard skills will likely 
choose to type commands. 

This isn't to say that a mouse isn't use- 
ful. To explore your current location, you 
can click on items in the graphics window 
in order to get their descriptions, which is 
much more convenient than typing a slew 
of "look" commands. Also, several on- 
screen buttons give you quick mouse ac- 
cess to such commands as Inventory, Sta- 
tus and Help. Nevertheless, for most of the 
game, you can expect to hunch over your 
keyboard, typing commands like INSERT 
THE CARD INTO THE PV, PUT ON THE 
SPACESUIT and PICK UP THE BOOK. 

A little over a quarter of the screen is 
dedicated to the picture depicting your 
current location. The graphics are not 
elaborate. Still, they are well rendered and 
add much to the game. The remainder of 
the screen holds the list of verbs and 
nouns you can use and the aforemen- 
tioned command buttons. In addition, pos- 
sible exits from your current location are 
shown on a compass readout near the top 
of the screen. 

The picture window is not the extent of 
this game's graphic goodies, however. At 
various points in the game, you'll be 
treated to full-Screen images, as well as 
several animated sequences. The full- 
screen images include awe-inspiring 
space scenes and close-up views of 
terminals and notebook computers. The 
terminals and computers include on- 
screen controls that you use to operate 
them. For example, in your quarters, you 
can use your terminal to read mail, re- 
view news events, check your accounts 
or read through a bulletin-board style 
message base. 
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In spite of its dated interface, 
Gateway manages to be an en- 
grossing game. This is mostly 
due to the excellent writing and 
the care that was taken to mold 
a story that is believable and in- 
triguing. From your arrival at 
Gateway to your first flights in a 
Heechee spacecraft through 
each of your intergalactic adven- 
tures, you'll be glued to the 
story, always anxious to see 
what comes next. 

The puzzles are not too diffi- 
cult, which helps the player to re- 
tain a sense of the story, rather 
than become obsessed with try- 
ing every combination of com- 
mands he can think of. Still, 
novice adventurers will find 
much to keep them busy. Ad- 
vanced adventurers will likely 
breeze through the game. (For 
those who need help, Gateways 
introductory offer package in- 
cludes a hint book, complete 
with a foreword 


by Frederik Pohl.) 
GATEWRY One fairly se- 
BO Witerstelias rious bug in the 
current shipment 
of games makes 
it impossible to 
complete the ad- 
venture without 
knowing the 
work-around. (lf 
you're having 
trouble using a certain button, try this: 
Leave the armory, go to room T20 and 
save the game and quit. Then, restart the 
game from the beginning, without restor- 
ing the last save. When the game starts, 
and you're in your quarters, restore the 
game you saved. You should now be able 
to press the button.) A less serious bug, 
which afflicts players using a sound board, 
causes the game to lock up temporarily for 
as much as a couple of minutes. A work- 
around for this bug is included with the 
game. Legend is, of course, preparing an 
updated version of the game. 

Gateway may not represent the state 
of the art in computer adventuring, 
but it's a fine game nevertheless. Fans 
of Pohl's books or folks who have a 
hankering to discover the mysteries 
of the galaxies will enjoy this well- 
crafted adventure. 

—Clayton Walnum 
Legend Entertainment 
14200 Park Meadow Drive 
Chantilly, VA 22021 
(703) 222-8500 
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C OM PU TER 


KONAMI 
Versions: Amiga ($49.95), 
IBM PC ($49.95) 





PLAYABILITY 


(234567 [fo 10 


Konami's 

OVERALL 1234567Éf» 10 Gods has a 
few features 

Using the name Gods must have been that most 

a difficult decision for the Bitmap Broth- cartridge 


ers. It would attract attention from any po- jump-and- 
tential purchaser who would immediately Shoot — 
ack. 


fantasize about the possibilities: Populous 
with politics? A mass cross- 
mythological adventure 
game? A strategic battle be- 
tween Olympus and the Ti- 
tans? No, Gods is none of 
those, only a computer ver- 
sion of the jump-and-shoot 
style games flooding the 8- 
and 16-bit cartridge markets. 
A highly proficient and at- 
tractive game, but an un- 
original one nevertheless. 

Assuming the role of a 
hero brash enough to de- 
mand deification upon com- | 
pletion of the task (Greek BIIEDXUIAA. 

Mythology alone is full of fax [esse s] 
applicable candidates, such Nojus 

as Heracles; Theseus and Bellerophon), 
the player is sent to clean out the holy 
citadel, which has been taken over by four 
great guardians (boss monsters). 

In the Amiga version, passwords are re- 
vealed after every world, while the IBM 
version only reveals the codes at the end 
of every level. The natural consequence is 
that Amiga players will be able to finish 
the game a bit sooner than their playing 
proficiency might allow, while IBM users 
might be facing more repetition than they 
can stomach. 

Even the most skilled players will not 
be able to succeed by jumping and kill- 
ing alone. Often, a necessary prize is hid- 
den in a fatal trap and must first be stolen 
by a thief, whom the player must then 
defeat over safe territory in order to re- 
trieve the prize. In addition to thieves, 
killers and fliers (winged killers) also 
roam the citadel. 

Gods has a few features that most car- 
tridge jump-and-shoots lack. The first is 
that players take damage from any fall 
greater than the normal distance between 
two "steps." The other is the "shop." Con- 
taining food, weapons, potions, magic 
spells, extra men and special directional 
adjustments for weapons fire (i.e., select 
normal, intense or wide arcs), shops are 
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found at the begin- 
ning of every level 
and at the end of 
BM each world. Players 
must be careful to se- 
lect weapons that do 
not cancel each other 
out. For example, the 
hero may fire off as 
many fireballs and 
WP) axes as he can afford, 
3 but the purchase of a 
single dagger will re- 
move all axes from 
the inventory. 
Though a joystick 
option is available, 
Gods is extremely 
keyboard friendly, re- 
quiring only the four 
basic directional keys and the 
space bar. To pick up or drop 
items, the player must kneel 
dd i ric 38 and select the proper item with 
| * | the space bar. However, this 
ito EU rof unt : : 
makes it nearly impossible to 
pick up any automatically acti- 
vated item (e.g., potions, 
weapons and food) without set- 
ting it off. 

The Bitmap Brothers did 
make some effort to give Gods 
| a different visual effect from 
the cartridge clones. Even with 
their goofy grins and notori- 
| ously bad backs, villains are 

NILUS blissfully free of cute. And a 
— 22] helmet covers the well-mus- 
cled hero's face, giving the impression 
that he is doomed, much the same as the 
hockey masks in Splatterhouse. Never- 
theless, instead of every death covering 
the screen with blood, ghostly screaming 
faces or mushroom-cloud explosions 
erupt from the destruction, giving Gods 
the needed magical atmosphere. Simi- 
larly, the background stones genuinely 
look as roughly hewn as the pillars are 
smoothly polished. Sound effects are 
sparse, but the hero's steps echo 
gloomily from the speakers, and Nation 
XIl’s opening theme music is exceptional 
but regretfully absent from play. 

Gods may only be a glorified jump-and- 
shoot game, but, considering that the 
computer software market does not have 
the video-game glut of such clones, this 
atmospheric arcade simulation is a wel- 
come release. 
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—David S. Moskowitz 
Konami 
900 Deerfield Parkway 
Buffalo Grove, IL 60089-4510 
(708) 215-5111 
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NINE DRAGONS SOFTWARE 
Version: IBM PC ($49.95) 


omemcs 1294507 apo 
PLAYABILITY 12 345 6 Es 9 10 


OVERALL 1 234567[l» 10 


Hong Kong Mahjong Pro, created by Ju- 
lian Robert Fitch for Nine Dragons Soft- 


M come MD 


New Jersey, with 1.5 children, and 
Christopher, an average but unfocused 
player from Los Angeles, may be chosen. 
Don't expect to outwit the expert players 
often. Increasing play speed decreases 
active tile life, the major variable of chal- 
lenge. Scoring comprehension comes 
with experience and patient attention to 
the "scoring review" and "tutorial 
lessons." Its complexity results from the 
many conditions and rules of execution. 
The tutorial program. provides a lesson 
on rules and scoring, a demo game and 


Hong Kong Mahjong Pro offers 


ware, successfully simulates the progres- an abundance of challenging and 


sion of a real game. Played avidly in Hong 


the option of playing a Novice game, 
which features play-by-play assistance 


Kong and Japan, where the Japan 
Mahjong Association monitors its stan- 
dards, mahjong resembles the card 
game we know as gin rummy. Precise 
rules and scoring complexities, as well 
as a monetary incentive (mahjong ex- 
ists as a legal form of gambling), ani- 
mate this game of luck and strategy. 

Produced by Electronic Arts, Hong 
Kong Mahjong Pro uses tile graphics 
identical to Activision's 1986 version 
of Shanghai, a simpler, single-screen 
table game. Observation and memory 
facilitate success as four players 
(three of them computer opponents) 
stack 144 tiles into a square wall. Al- 
ternately choosing and discarding 
from a hand of 13 colored tiles, the 
adversaries' race to collect a com- 
plete hand progresses counterclock- 
wise around a mahjong table viewed 
from overhead. Each participant auto- 
matically receives a tile from the 
computer, unless he secures a de- 
sired tile discarded to the table. Play- 
ers must react quickly; the option to 
choose a tile exists for a short time 
and only when it can be incorporated 
immediately into a set. Sets include 
Chow (three same-suited tiles in nu- 
merical order), Pong (three identical 
tiles), Kong (four of the same tiles) 
and Win, which can be a matching 
pair. The first player to assemble this 
arrangement wins the hand and col- 
lects chips from the others. Interim 
sequences feature winners' reactions, 
such as Wihg Yin clapping her hands. 
Christopher looks down and shakes 
his head in dejection when his discard 
becomes the winning tile. After a min- 
imum of 16 hands of East, South, 
West and North rounds, the final 
victor emerges. 

Opponents' skill levels, scoring 
complexities and the speed of play 
provide the challenges. Three of 12 
opponents, including Jack, a married 
computer salesman from Hackensack, 
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authentic game combinations. 


Dennis Yu 
Jack 
Miko 
Kathleen 
Christop 


Hing Yin 
untie Loo 
ncele Chen > 
ve Cheung 


y Ho Ming 
vay 


Leslie 


Done | 


Chen is a tough old guy whos been playing for forts 
i. An expert, he is especially careful with discards. E 
ts on 2 points or better to win, so NO CHICKEN HANDS. 
your hand is complete and worth the minimum, beca 
the one player who enforces the ultimate PENALTY! 


Jonathan 





eft button to view eac oppone 


Dennis 
Jack 
Miko 
Kathlee 
Christo 


+ Leslie 


Done | 


Leslie is a stage actress of British descent, but 
she was born in Hong Kong and learned to play 
mahjong at an early age. She's a pretty good plager 
but doesa't mind playing for chicken hands. 


Hing Yin 
funtie Loo 
Uncle Chen 

Joe Cheung 
»ng Ho Ming 


Jonathan 
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from the Mahjong Sparrow. During regu- 
lar play, the sparrow can always be asked 
for advice on which tile to discard. 

Colored playing tiles in suits of numer- 
ical characters, sticks and balls and the 
painted winds, dragons and flowers pro- 
vide a detailed depiction of authentic 
mahjong tiles found in Kowloon. 
Scrolling credit and interim sequences 
fall flat as a result of limited resolution 
and a two-dimensional presentation. The 
music, created by David Covett, is 
monotonous and tinny—typical com- 
puter-generated music. Luckily, the player 
has the option of turning it off. The sound 
effects are nothing special, but they do 
help pace the game. 

For those who already know the 
game of mahjong or are patient enough 
to learn its complex subtleties, Hong 
Kong Mahjong Pro offers an abun- 
dance of challenging and authentic 
game combinations. 

—Lisa Armstrong 
Electronic Arts 
1450 Fashion Island Blvd. 
San Mateo, CA 94404 
(415) 572-ARTS 


Wolfenstein 3-D 


ID SOFTWARE 
Version: IBM PC ($35 for missions 
1-3; $50 for missions 1-6) 


cRaPMICS 123456789 {J 
PLAYABILITY 12345267 s Ej 10 





OVERALL 1234567 8ğj io 


Anyone who has ever played on an 
Apple Il probably remembers Castle 
Wolfenstein and its sequel Return to Cas- 
tle Wolfenstein. The arcade adventure 
game featured a captured American sol- 
dier who, having wrested a gun from his 
Nazi jailers, tries to escape the Teutonic 
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castle with his life and 
the plans for a secret 
attack on the Allied 
forces. Digitized 

screams of agony and pe ^r- Hr rt 
"kaput" made it as : 13 — em Pg m= ha 
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technologically ad- — RES em — 
vanced as it was 

playable. The game 
was eventually trans- 
lated for the IBM PC, f 
but nobody had ever J 
attempted to take ad- 
vantage of the IBM's 
graphics, sound and 
processing speed. 
However, Id Software 
has completely re-cre- 
ated the game, and 
the full-color Wolfen- 
stein 3-D is as good 
now as the black-and- 
white classic was in 
the early '80s. 

Assuming the role 
of William J. "BJ" 
Blackowicz, an Arayan- 
looking American spy 
who has survived an 
encounter with the 
"SS Dentist/Mech- 
anic," the player 
searches for revenge, 
stolen art treasures 
and Dr. Schabbs, 
who has developed 
a technique that will 
make armies of 
the dead. 

Before playing 
Wolfenstein 3-D, it 
might be a good idea 
to say to yourself ten 


ware," or else you'll 
never believe it. The stunning color 


graphics and animation are far superior ; 


to anything else Apogee has distributed. 
Wolfenstein offers what at least /ooks like 
360? rotation at all locations, and the 
walls zoom in and out faster than just 
about anything around—including Ultima 
Underground. The game moves so 
quickly that a small percentage of those 
playing it have reported problems with 
motion sickness. (Note: Those with older, 
slower PCs can shrink the viewing screen 
and greatly increase the speed.) 

The music begins as a quirky Mission 
Impossible type theme and becomes 
progressively more stark and simple as 
the levels get more deadly. Not every 
sound effect is supported on every sound- 
board, but Wolfenstein 3-D does support 
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the essentially orphaned Disney Sound 
Source. Castle Wolfenstein was notewor- 
thy for its violence, as corpses generally 
littered the screen by endgame, and this 
version is no different. Instead of a mess 
of white dots, corpses now look like 
corpses, complete with pools of blood. 
The German shepherds die especially 
gracefully. And in case anyone starts to 
sympathize with the captors, the castle is 
filled with the skeletons of previous pris- 
oners, some of them still hanging as if 
ready for another torture session. ld was 
aware of the possible impact of such 
graphic content, so it rated the game "PC- 
13" (profound carnage). 

The only legitimate complaint about 
the game is that, in spite of its technolog- 
ical advances, it lacks some of the com- 
plexities of the older games. The new 
Wolfenstein has no grenades, uniforms 
or bulletproof vests, so anyone who en- 
joyed the ultimate sick pleasure of hold- 
ing an SS officer at gunpoint, stealing his 
bulletproof vest, then shooting him will 
have to be content to watch the blue- 
suited soldiers of the Reich die just like 
everyone else. (Another great trick was 
holding an officer at bay with an empty 
gun, stealing his bullets, then shooting 
him with them.) Also, while secret pas- 
sages in an arcade game are time con- 
suming, finding them is not essential to 
completion of most levels. 

Wolfenstein 3-D is fast, violent, brutal 
and flashy—everything essential to be a 
worthy successor to the original Castle 
Wolfenstein games. Almost single-hand- 
edly justifying the existence of share- 
ware, Wolfenstein 3-D has proven that 
games don't need CD technology, two 
megabytes of RAM or a million-dollar 
marketing department to be the best 
available—at any price. 

—David S. Moskowitz 
Apogee 
P.O. Box 476389 
Garland, TX 75047 
(214) 271-2268 
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elcome to the first install- 
ment of Q & A. Every month, 
this column will answer any 


questions related to electronic gam- 
ing—except those that belong in Tip 
Sheet. This means not only your tech- 
nical questions, but everything from 
what's going on in foreign markets to 
what the designer of your favorite 
game is currently working on. 


| | just started reading your 
; magazine and love it. | have 
: a question: 
| | just got a new game for 
"^ my NES (Deathbots, by 
American Video) and the instruction 
book said, "Should you encounter any 
problems with this cartridge, two 
important questions must be asked: a) 
Was your Nintendo control deck pur- 
chased after October 1990? and b) 
Does your cartridge play on other con- 
trol decks purchased prior to October 
1990?" To make my question clear, 
what's going on with this? Should we 
take our NESes apart? 

—Joseph Shake 
—. St. Louis, Missouri 





| In October 1990, Nintendo 
; secretly reconfigured its 
: basic NES units. This meant 
: that all of its licensees 
' would still sell games that 
would work in either system, but unli- 
censed companies, like American 
Video, would unknowingly produce 
carts unusable on new NES systems. 
You don't have to take your NES apart, 
and, if you call American Video at 
(800) HOT-4AVE, they will send you an 
upgrade kit at no charge that will 
allow you to play all of their incompat- 
ible carts. 3 





| would like to ask you a 
question about my comput- 
er: What happened to it? | 
had high expectations 
when | bought my Apple 
llgs a few years back, but, as time pro- 
gressed, | lost faith in it. The Apple llgs 
is supposed to be one of the best 
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computers around, isn't it? Here in New 
York, and everywhere, it is very difficult 
to find software for the llgs. | go into a 
software store and there are a couple 
of shelves of Apple Il software and the 
rest is filled with IBM PC software. 

| want to know if a modem would 
increase my chances of getting more 
software. Because of the little software 
| own, | had to go to Los Angeles to 
buy. Of the few programs | have for the 
ilgs though, most of them are excellent. 
For example, Word Perfect for the llgs 
is the best word processor | have come 
across for my computer. 

Also, do you know anything about 
the Z-80 card for the llgs? What kind of 
applications can you run with this card? 
Can you run software developed on the 
IBM PC with the Z-80 card? If that is pos- 
sible, | would be totally flabbergasted. 

—John Plomaritis 
Brooklyn, New York 


: Introduced when the market 
; was already divided among 
the IBM PC clones, 
| Macintosh and Amiga, the 
' Ilgs was hindered by bad 
timing and the limitations of the 
already outdated Apple Il series. A 
modem, however, would help you 
access America On-Line, which has 
numerous bulletin boards, forums and 
services—some carrying shareware 
games and info on purchasing oth- 
ers—all supporting the Apple ll series. 
You should contact America On-Line at 
(703) 448-8700. 

Applied Engineering makes a Z-80 
card for the Apple llgs, but it won't 
allow you to run IBM PC or Amiga soft- 
ware, only that designed for the Apple 
CPM. For more information, call 
Applied Engineering at (214) 241-6060. 





| | just bought an Atari Lynx a 
: few days ago. It’s a great 
: system, and, in my opinion, 
: it is better than Sega’s 
: ‘ Game Gear. What's the low- 
down on the Lynx's capabilities? The 
graphics are great, but the sounds 
are...not so great. What kind of proces- 
sors does it have? 


—Melvin Taylor | 


Charlottesville, Virginia 


POS Oee SSS eee se Been eee 


: The Lynx actually has two 
: sets of processing chips, 
: which divide game playing 


| tasks to maximize effi- | 


—— ^ ciency. The first is called 
Mikey, which is a 16-bit custom 
CMOS with the following compo- 
nents: a Motorola 65C02 processor 
running at 4 MHz; the sound engine, 
which allows four-channel stereo 
sound; a video DMA driver for LCD 
display; system timers; interrupt con- 
troller; UART (for ComLynx) and 512 
bytes of bootstrap and game-card 
loading ROM. 

The second is called Suzy, which is 
also a 16-bit custom CMOS chip run- 
ning at 16 MHz. Suzy contains the 
Blitter (bitmap block transfer) unit; a 
main graphics engine, which allows 


unlimited number of high-speed | 
sprites (animated figures) with col- . 


lision detection; high-speed sprite 


scaling, distortion and tilting effects; | 


multidirectional scrolling; variable 
frame rate (up to 60 frames per 


second); 4096 color palette with 16 . 
colors usable simultaneously; and the © 
math coprocessor. Technical enough | 


for you? 


; the Genesis. 
: 1) How many con- 
: trollers can the Genesis 
: handle? 

2) What is the ext. port 
on the back for? 

Also, | have another question: 
Between the Super NES and the 
Genesis, which is your personal 
favorite? 





—Byron Thibodeaux 
Harvest, Alabama 
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: | have two questions about | 


l 
| 


ORDER FROM: KD SOFTWARE, Great Falls Avenue, Box 448, Rochester, NH 03867 
TEL: 603-332-8164 FAX: 603-332-8125 


Send me. — Game*Maker(s) at $89 ea. =$ O Check/Money 
Express shipping (prepaid-cont. US only). +$ 4.00 Order enclosed 

Total enclosed $ C Charge my VISA/MC 
Acct.# Expires 


Signature 
PLEASE PRINT 


Name 
Address 


City/State/Zip 
TERMS AND CONDITIONS: Make checks payable to “KD Software.” 
( ] We ship immediately if payment is by VISA/MC, money orders, 
Phone certified checks, personal/company checks with street address and 
phone number printed on check. Other checks clear in 2 weeks. If 
COD, we'll ship via UPS ground. Compatibility not guaranteed, but 
software is guaranteed. Prices subject to change without notice. 








Top Game Designers Reveal - 


HOW TO DESIGN AND SELL 
VIDEO GAMES 


60 minute VHS Cassette 
Seng $39.95 asn check or money orcer To 
SLIGO VIDEO P.O. BOX 35433, Los Angeles CA 90035 


DISCOUNT GAMES BY MODEM!! 
Genesis, GameGear, GameBoy, NeoGeo, Lynx 
Nintendo, Super Nintendo, & TurboGrafx 
On-Line OPEM From Home 
Use your computer an em to access our free 
4 hour on-line store, or write for a free catalog. 


Micro Marketplace 
619-484-0665 (Modem) 
9450 Scranton Road, Suite 154, San Diego, CA 92121 
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HO/RC Hobbies Video Game Trade 


982 Monroe Avenue, Rochester, New York 14520 


Free Game available with 
$35 or more purchase. 
Call for details (715) 244-8321 
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* WE BUY & SELL USED GAMES & SYSTEMS 
+ LARGEST SELECTION & LOWEST PRICE 
* WE PAY MORE FOR YOUR USED GAMES 
& SYSTEMS 
* DEALERS & WHOLESALE INQ. WELCOME 


COME & VISIT OUR STORES 


A 6316 LAUREL CANYON BLVD. 
N. HOLYWOOD, CA 91606 
Tel: (818) 766-2368 
FAX: (818) 766-1883 


12205 SANTA MONICA BLVD. 
WEST LOS ANGELES, CA 90025 

lel: (310) 820-2800 

FAX: (310) 820- 8738 COD 
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GENESIS BOUGHT /SOLD 


Receive a $10.00 BONUS when you sell back 5 or more Genesis Games 
We Sell Used / We Buy We Sell Used / We Buy 
Air Diver $19/$10 Mystic Defender $19/$10 
Altered Beast 14/6 Pat Riley Bsktbi 20/12 
Arnold Palmer Golf 27/16 Phelios 18/8 
Burning Force 18/10 Pit Fighter 36/20 
B. Douglas Boxing 29/16 Rambo Ill 19/10 
Columns 19/10 ShadowDancer 27/16 
Cyberball 27/16 Sonic Hedgehog 24/14 
Dynamite Duke 27/16 Streets of Rage 36/20 
E-Swat 27/16 Strider 
Ghost Busters 24/12 Super Hang-On 
Gouls and Ghosts 24/14 SuperThunderblade 
Golden Axe 27/16 Technocop 
Goiden Axe |! 36/20 ThunderForce |! 
Joe Montana FB 24/14 Thunder Force Ill 
Klax 7/16 Tom Lasorda Bsbi 
Lakers Vs. Celtics 32/18 Truxton : 
Last Battle 18/8 World Champ Soccer 19/10 
Moonwalker 24/14 Zany Golf 19/10 
MUSHA 27/16 Genesis 16-Bit Syst 99/80 
90 Day Warranty on al! Games. Please include payment with order. Please pay 
by Check or Money Order. SHIPPING: $4.00 per order. Canada $8 00. Calif 
residents add 7.75% Sales Tax Please list alternate choices. Thanks 
SELLING: All Games must include instructions and Box. Accepted Games paid 
within 48 hours of receipt. Prices good until September 30, 1992. We reserve 
the right to refuse any purchase/sale Send 25e for complete list of Genesis 
and Super-Nintendo Games Bought/Sold. Information: (619) 469-4679. ask 
for Richard. Send your Games/Orders to 


FUN—N—GAMES 
8130 La Mesa Bl. #209-B, La Mesa, CA 91941 
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.i The Sega Genesis can only 

, handle two controllers, 
: which is all it needs. The 
| ext. port was for the 
| TeleGenesis modem, which 
would have allowed players to play 
over the phone. Technical problems 
plagued the modem and Sega never 
released it. As for your final question, 
you told us that you only had two 
queries, and the third one caught us 
so off guard, we're too stunned to 
answer it. 


| own a Nintendo [Enter- 
tainment System], a Com- 
modore 64, an IBM PC 
compatible and two Atari 





Miseni : systems. | am planning on 


purchasing a Sega 16-bit system, but 
first l'd like to ask about Sega's future 
CD player: Will it be compatible with 
the Japanese Mega Drive? This is 
important, after reading the last issue 
where you described cartridge com- 
patibility. l'd also like to know if 
Psygnosis has any plans for the 
Genesis format. 

Another question that's been both- 
ering me is related to NEC (TTI). NEC 
has a number of systems that have 
slightly different specifications. But it 
seems that they all are at least com- 
patible with smaller systems' games. 
So, is the TurboGrafx-16 or Turbo- 
Express compatible with any PC 
Engine games? Is the SuperGrafx 
compatible with any TG-16 games? 

Now that Nintendo licensees are 
allowed to manufacture their own 
games, do you think that we will see 
any of the rumored technology deal- 
ing with the small, 8-bit processor in 
the carts to boost graphics? This just 
might save the market, if the prices 
are reasonable. 

There is also rumored to be an IBM 
PC compatible peripheral for the 
Genesis. If you've heard anything 
about it, do you know if an IBM PC will 
work with the CD-ROM drive? If so, it 
means a Sega CD-ROM drive for $200 
will save us all money on CD-ROMs 
over the high prices of IBM PC com- 
patible drives ($400-$1,000). 

—Jon Keller 
Northeast Pennsylvania 


| What NEC (TTI) really needs 
: is somebody to give its 
products better names so 
all of this is self-evident, but 





& A 





here we go. The TG-16 is the American 
version of the Japanese PC Engine and 
can run all PC Engine games with a 
special adapter. The SuperGrafx is an 
advanced version of the PC Engine and 
does run PC Engine games, but was 
never released in the United States. 

Word from Sega is that games for 
the American Sega CD will not be com- 
patible with the Japanese Mega-CD. 
You are able to fit the Mega-CD player 
with a Genesis, but, when the units are 
turned on, the message "Error! This is 
an NTSC-compatible Mega-CD for 
exclusive use in Japan and Southeast 
Asia" appears. The reason Sega has 
done this is that licenses for certain 
games are given on a regional basis. A 
game that is licensed in Japan by one 
particular software company might be 
licensed by another in the U.S. 

The Sega Teradrive is the Japanese 
mating of the Mega Drive, Mega-CD 
and an IBM-compatible PC, but Sega of 
America has no plans to release it in 
the States. Also, the Sega CD player 
will not be compatible with IBM PCs, 
and Psygnosis has no plans at this 
time for the Genesis either. 

None of us have heard anything 
about rumored 8-bit technology, but 
games like Sunsoft's Batman: The 
Return of the Joker are helping to 
prove that the NES isn't the dinosaur 
the 16-bit manufacturers would like us 
to believe. 


I’m having trouble with the 
game Quarterstaff, by 
Infocom. | would be most 
grateful if you could give 
me information on where | 
could obtain a clue book, tips or a help 
line number. 

—Brian Smith 
Costa Mesa, California 


Activision has purchased 
all titles in the Infocom line, 
and you may obtain hint 
' books by sending a $2 
—— i check or money order for 
each book to: Activision, Attn: 
Terrence Russell, P.O. Box 67001, Los 
Angeles, CA 90067. À 





VIDEOGAMES & COMPUTER ENTERTAINMENT 






In The Fast Lane. 











"A SUPERHERO TO COLLECT" 


—N.Y. Times 


* 
P 


2? Animation? 
ig this 


MO, bit- 
it's HUP 


brain. 


“make way for 


Lance Stone, future 
hero of electronic pop 
literature.” 

—Marketing Compute 


"Its cliff-hanger end- 
ing leaves you itchinc 
for more." 

—Business We 


PC Comix Inc. 

400 Williamson Way 
Ashland, OR 97520 
(800) 944-0181 


$20 plus Shipping 





Co mix! (shipping $3 U.S., 55 foreiq 
er ; 


IBM/VGA/640K 


Lance Stone and 
Hyper Comix are 
trademarks of 
PC Comix Inc. 


LANCE STONE 


COLLECTOR'S ISSUE # 


CIRCLE $138 ON READER SERVICE CAR 


t 


H 
m 
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b T error comes to the Sega Genesis in Namco's E Eight levels of horror. . The Game Creator" 
stomach turning sequel to the smash hit <@ a Eich bi f | NAMCO H INC. 
| _ © Light megabits worth of gross | 
Splatterhouse. That's right, lock your.doors. graphics and chilling sounds. P. Sonia Clara. CA 95054.3013 
Splatterhouse 2 is raging. Rick $ butfed, bad, Goa; new wtangas dit RR vC et ra 
and bach. Ready to trash anything to save his — € 5* 


p IUE 0800s 
i i i ; ming: ihis game may not De appropriate OuUlder DIQVETS, M 
girlfriend Jennifer. Love is never pretty. Leama: TINS game may net Dé appropriate tor younger player Saga Bede iilii 
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ASCIIWARE 


For Super Selective 
Turbo Propulsion Power. 


* INDEPENDENT TURBO CONTROL FOR ALL BUTTONS puts more power at your fingertips! 
+ SLOW MOTION CONTROL buys you time to get out of those tight spots! 
* HANDS-FREE AUTO TURBO lets you fire 20 shots per second Officia 
© 1992 ASCII Entertainment Software, Inc., P. O. Box 6639, San Mateo without even pressing a button! 
CA 94403. Telephone: 415/ 570-7005. asciiPad and Asciiware are Seal of Quality 
trademarks of ASCII Entertainment Software, Inc. Nintendo Entertainment Anv questions? 415/570-7005. 


System, Super NES and the official Nintendo seals are trademarks of 
Nintendo of America Inc 
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